2 pt Site eae 

} AAR ieee i ‘ 35% 

ee Aa tie is - ~ 
sa 


I TLE LR TRE RR OLE CLE AA ALT EE RAT 2A = 


-_ 
a By i 
— 


RAT EG BYANPI Le GAME 


¥ ten 


INIDO)RUIN FLAMES 


Ling wa Se oe 
iG tw bit, 62 (GS ; 
STRATEGY BATTLE GAME 


OUR 


Pent. : it 6 Fg i 
“D8 Saul mem 3. # 
Warriors from Gondor's fiefs defend the crossings of 


: eid Oe Bp 
the River Erui, 


ath 4 vs 


: . , s 4 7 
Is th Fade 


’ i ies for ! 
narshal their armies J 


Elendil and Gil-galad 1 


oa 
eget 
a NE . 


GO} 2OR IN FLAMES 


A SOURCEBOOK FOR 
THE LORD OF THE RINGS STRATEGY BATTLE GAME 


4 : SEE aay ae 7 os ts on * fe PT aR rs 
S. LEIS PACH PRENINS Tig OREF Jorgen 


4 ammemane / cea mere! senate 
x 


CONTENTS 


eye 
Introductioi oS sete ae ete ek eee cee cir’ sd The Rangers of Ithilien SEER Ny Fer eh 
: Gaming with the Rangers of Ithilien . ... . re x oy 
The History of Gondor ..........eeeneeeeeeee 6 Phinting the’ Ranger’ Sedditien i Me nn 
Defenders of Gondor ......cseeeeeccccereceeeed Ambush on the Harad Road . eee eo é 
Gre HORE Fao etree. fan bate Saye The Dead of Dumharrow ...-2+seeceeesesess sae 
Fy eany Hix ae page NE SRE tg Gaming with the Dead of Dunharrow........... 44 
The Tower of Ecthelion ».....2...eeeeeeseveee 22 Painting the Dead of Dunharrow SO vae ee 
Gaming with the Tower of Ecthelion ........... ..24 Assault on Pelargir Gate............2...,., ee 
inti er of Ecthelion Army .............. 25 Ss 
He Staal Ghai pce ee oi eix;26. The Army of the High King 4/0... 040... \yaq@e 
The Tower of Ecthelion as Allies ..............5. 28 Gaming with the Exiles of Ndmenor .............43 
ae Painting an army of Numenor .............. fay 
Minas Tirith 2s fe 5 COS ee Chae eee eee te een 30 The Defence of Hurin’s Vale ..:........... ag 
Gaming with Minas Tirith .................. + Ak32 ? Pee 
Painting the Army of Minas Tirith......... Fines Sag32 Gondor Terrain piceesenteedeedi cscs tv ere oma 
The Battle of Amon Lhaw ......... tiabay Sere hp 33 ScemarioS 1... 200s cc cec sce cccccceeesecesees D2. 
The Fiefdoms:: . 5 6:0f85 0:0 6 ie ESSE aie Va tee eas 34 The Gladden Fields ASG Megety Se et eeeeee se SD 
Gaming with the Fiefdoms ..............22..h. 36 The Fall of Minas Ithil)........... PADS E4 vee ee 
Painting the Army of the Fiefdoms ..........:.... 36 Osgiliath anceinf TOPS CT ee rE Cet 
The Battle of Tarlang ........ 0.0.0... c eee eee 37 Against the Southron Horde ........... tae ea: - 58 


The Battle for Pelargir= ./. tee. i ‘ce%. its 6 eh os Osea 
Profile Summary ........6cseeeceeeeeesecese 


Written by 
Matthew Ward 


Conceptual Design: Alessio Cavatore & Rick Priestley. Illustration: Paul Dainton, Alex Boyd and Nuala Kinrade. 
Miniatures Design: Alan Perry, Michael Perry and Gary Morley. 

Maps: Nuala Kennedy. Terrain: Mark Jones & Chad Mierzwa. Pre-Production: Simon Burton, Carl Dafforn, Chris Eggar, John Michelbach, 
Mark Raynor, Ian Strickland, Sean Turtle & Stuart White. Miniatures Painters: Fil Dunn, Pete Foley, Neil Green, Neil Langdown, 
Darren Latham, Keith Robertson, Kirsten Williams & Anja Wettergren. Thanks to: John Mayo & David Imhoff at New Line Cinema; 
Laurie Battle, Fredrica Drotos & Joe Mandragona at Tolkien Enterprises; Nelson; Pete Borlace; Graham Davey; Adam Troke; 

Jeremy Vetock, Ray Dranfield & Mick Cudworth. 


PRODUCED BY GAMES WORKSHOP 


Copyright © Games Workshop Limited 2007 excepting all materials pertaining to the New Line theatrical productions: The Fellowship of The Ring; The Two Towers, 
and The Return of The King which are © MMVII New Line Productions, Inc, All Rights Reserved. All quotations from J.R.R. Tolkien’s literary trilogy 
The Lord of the Rings (including any of the volumes thereof) © The Tolkien Estate 1954-55, 1966. All Rights reserved. The Watcher logo, The Lord of The Rings, 
The Fellowship of The Ring, The Two Towers, The Return of The King and the names of the characters, items, events and places therein are trademarks of The Saul 
Zaentz Company d/b/a Tolkien Enterprises under license to New Line Productions, Inc. and Games Workshop Limited. All Rights Reserved. Games Workshop, the 
Games Workshop logo, ‘Eavy Metal, Citadel and the Citadel device are either ®, TM and/or © Games Workshop Limited 2000-2007, variably registered in the UK ad 
other countries around the world. All Rights Reserved. 


All other materials, including specific game rules, strategy and augmented materials, copyright © Games Workshop Limited 2007. All Rights Reserved. 
Games Workshop and the Games Workshop logo ‘Eavy Metal, Citadel and the Citadel device are either ®, TM and/or © Games Workshop Limited 2000-2007, 
variably registered in the UK and other countries around the world. All Rights Reserved. 
No part of this publication may be reproduced, stored in a retrieval system, or transmitted in any form or by any means, : 
electronic, mechanical, photocopying, recording or otherwise, without the prior permission of New Line Cinema. 


British cataloguing-in-Publication Data. A catalogue record for this book is available from the British Library. 


Pictures are used for illustrative purposes only. Certain Citadel products may be dangerous if used incorrectly and Games Workshop does not recommend them for use By 
children under the age of 16 without adult supervision. Whatever your age, be careful when using glues, bladed equipment and sprays and make sure that you read 
follow the instructions on the packaging. 


Games Workshop The Lord of The Rings web site: Games Workshop web site: . 
www.games-workshop.com/lotr/ www.games-workshop.com os 
UK US Australia ~ Canada 

Games Workshop, Games Workshop, Games Workshop, Games Workshop. 
Willow Rd, 6721 Baymeadow Drive, 23 Liverpool Street, 2679 Bristol Circle, = 
Lenton, Glen Burnie, Ingleburn Unit 3, Oakville, P 

Nottingham NG7 2WS Maryland 21060-6401 NSW 2565 Ontario L6H 628 

NEW LINE CINEMA = Thikien Emerprixes i» 
A Tiens Wareet Company ‘ 
™ 


a : . “9 70 4% 
ghey ai : ~ 2] 4 
segpopapyes ; eG | PYG YRS Dp on iv. fave MOPIC SF o tz arseye ca ghn foe AIG of be 


INTRODUCTION 


The ancient land of Gondor lies in the south-east of Middle-earth, the foremost bastion in the struggle against 
the Dark Lord Sauron; a shield held firm before the armies of Mordor. This sourcebook: is the definitive guide 


to the armies of Gondor and the land they defend. 


Lord of The Rings Strategy Battle Game miles manual 
contains the rules you will need to fight battles with your 
Citadel miniatures. Each sourcebook contains one or more army 
lists that work with these rules and allow you to tum your 
collection of miniatures into an organised force, ready for battle. 
This particular sourcebook covers the armies of Gondor: the 
garrison of Minas Tirith, the elite soldiers of the Tower of 
Ecthelion, the stealthy Rangers of Ithilien, and the courageous 
defenders of the Fiefdoms. Also included in this sourcebook are 
the cursed Dead of Dunharrow and the founders of Gondor: the 
Army of the High King. In the event of any discrepancy between 
this and previous volumes, this sourcebook takes precedence. 


HOW THIS SOURCEBOOK WORKS 

Each sourcebook is split into four main sections that deal with 
different aspects of the region and people that it covers. Gondor 
in Flames contains: 


© THE HISTORY OF GONDOR 

The first section introduces the land of Gondor and its constant 
struggle with Sauron the Deceiver, from the days of the Last 
Alliance to the Return of The King. 


%* DEFENDERS OF GONDOR 

Each and every Hero and Warrior to be found in Gondor is 
examined in the bestiary. Here you will find a full description of 
each, alongside complete rules and details of any unique abilities 


they possess. 
| ARMIES OF GONDOR 


The army lists take all of the Warriors and Heroes presented in 
the previous section and arranges them so you can choose an 


army for the scenarios in this sourcebook, or a Legions of 
Middle-earth game. Each model has a points value to help ensure 
you can you pit your army against an opponent's in a fair match. 
This section also includes guidance on bow to collect, paint and 
theme your army. 


A series of unique gaming scenarios allow you to recreate key 
moments in Gondor’s history. Each scenario gives you a total 
points value for each side, a set of army Lists to choose from and 
a list of Recommended Participants, allowing you to customise 
the scenario to your miniatures collection as much or as little as 
you wish. Though in some cases there are no comparable events 
within the tale of The Lord of The Rings, the passage of events 
described is fully in-keeping with what could have happened in 
the story — they effectively present a series of ‘What If?” 
scenarios based alongside historical events. Each scenario gives 
you a total points value for each side, a set of army lists to choose 
from and a list of Historical Participants, allowing you to 
customise the scenario to your miniatures collection as much or 
as little as you wish. 


FIND OUT MORE 

While Gondor in Flames contains everything you need to play a 
game with your collection of Gondor Citadel miniatures, there 
are always more tactics to use, different battles to fight and 
painting ideas to try out. The monthly magazine White Dwarf 
contains articles about all aspects of The Lord of The Rings game 
and hobby including Legions of Middle-earth games. You can 
find articles specific to Gondor in Flames on our web site: 


www.games-workshop.com 
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THE HISTORY. 


Pal? 


In the heart of Middle-earth lies an ancient realm, a a kingdom founded in exile and forged through 
prowess. Standing between the free peoples to the west and the evil nations to the south and east it, : 
been a shield against the shadow of Mordor and the terrible power of the Dark Lord. This is us Kinedo ; 
Gondor, scion of Nimenor and tireless protector of Middle-earth. i 


any are the tales told in Middle-earth of Numenor, of 

Westernesse beyond the sea, and of how it was sundered | 
from this world. Most of Nimenor’s folk were lost in the tragedy 
of their homeland’s destruction but, given warming by the 
foresight of their lord Elendil, many escaped to the shores of 
Middle-earth. There the exiles founded the twin realms of Arnor 
(whose history is more fully described elsewhere) and Gondor. 
Both kingdoms were built in the image of lost Nimenor and 
ruled by High King Elendil and his heirs. 


A REALM IN EXILE 


Gondor prospered after her founding, for Elendil’s people were a 
long-lived and nobler race than the common Men of Middle- 
earth. Before long, the nascent kingdom stretched between the 
Misty Mountains in the west and the Mountains of Shadow in the 
east, and north from the borders of Mirkwood southwards to the 
River Harnen. A man could travel from Gondor’s capital of 
Osgiliath for many leagues in any direction and still his feet 
would walk upon Gondor’s roads and be subject to the laws of 
her king. 


THE LAST ALLIANCE: 

Sauron, long a deadly enemy to the Men of Nimenor, perceived 
the threat that Gondor’s burgeoning greatness held for his 
designs. Without warning, the Dark Lord unleashed his legions 
upon an unready Gondor, routing her armies and despoiling 
many of her cities. When tidings of the war reached Elendil he 
was dismayed, for he knew that even the armies of Armor and 
Gondor united as one could not stand against the terror that 
Sauron had unleashed. Those days were dark indeed, but hope 
was not lost for Elendil was fast friends with the Elven High 
King. Gil-galad, whose people had long loathed and feared 
Sauron in equal measure. 


With common cause forged of evil times, the two kings pledged 
their armies to the overthrow of the Dark Lord. Thus was born 
the Last Alliance of Men and Elves. Thousands perished in the 
following conflict but, after long years of war, Sauron was 
defeated in the final battle on the slopes of Mount Doom. Though 
it cost Elendil and Gil-galad their lives, the Ring into which the 
Dark Lord had poured much of his power was taken from him 
and, with that act, Sauron was banished and victory was won. 


“For myself | would see the White Tree in 
flower again in the courts of the kings... 
and Minas Tirith in peace.” 


— Faramir, The Two Towers 
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OF GONDOR 


THE RISE OF THE STEWARDS 


Gondor had suffered much in the struggle against Sauron, and ; 
armies were greatly diminished — a dwindling that was only 1 
worsen as the kingdom became embroiled in contlt af 
conflict. Great victories were won against the H: 

Easterlings, yet each war took its toll and, little by. sin 
armies of Gondor were whittled away. Territory was lost even in 
victory, for there were no longer folk enough to claim it, nd 
Gondor’s boundaries shrunk evermore with each passing year 
Minas Ithil, Isildur’s citadel in times past, was besieged 
captured by the Nazgfl, who made it anew into a terrible fos 
of corruption and despair. In time Gondor’s capital, Osgil ath, 
was shattered by war and abandoned, and. the seat of kings 
transferred to Minas Tirith, last of the great fortress cities, 


As the glory of Gondor’s domains began to recede, so too didi 
noble lineage falter. The population waned _as the noble ho 
began to sintermarry with lesser folk, diluting the pr 
bloodlines of Nimenor. In time, the span of kings diminished i 
died out, leaving rule of Gondor to Stewards — just and noble 

Men, but of lesser stature than-the monarchs who had « ome 2 
before. Though they ruled in the name of the king, the Stewa wards 
did not claim the throne, seeking only to maintain the author 
of the king and the strength of his armies in the hope that on 
the regal line would arise once more. ; 


At the end of the Third Age, Gondor is a shadow of her fon met 
glory yet remains a dominant power in Middle-earth. Wat, a 4 
constant companion, burns ever more furiously, for Sauron his” 
risen anew and his armies assail Gondor’s borders with ren 
hatred. There is no help to be had from Amor, for the 
kingdom has long since been lain to ruin, and the Dw 
seemingly care little for outside affairs whilst their own 
remain secure and wealthy. Nor are the Elves any longer a po** 
to be relied upon, heartsick and weary as they are of war, a 
they have grown adrift from the troubles of the mortal wots 


; 


Though sundered from her traditional comrades in arms, 4™ os 
does not stand alone in this hour of darkness. Fresh allies 

the Rohirrim — the children of Eorl the Young who settled iat 
land of Calenardhon — and in the north an heir of 
survives, one day to return to Gondor and rekindle all the 2 
of the past. Unti! that time Gondor, last stubbom ou 
forsaken Nimeror, stands determined but alone against-™ f 
and the legions o* Mordor. 
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ee DEFENDERS OF GONDOR — 
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nformation for all of Gondor’s defenders in -; mo 
s to the dedicated Warriors that make up her Me Cort 
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GOOD HEROES 


Points value: 260 


Aragorn, King Elessar (Man) : - 
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Wargear . 

Aragorn wears heavy armour and carries Andéri] (h 

He may be given the following items at additional a 
eet) y 


Afmoured:horse e883 6 EET oe AER =i 
Andiaril, Flame of the West. This magical blade ha 
forged by the smiths of Rivendell using the fragments of Nor: 

the sword of Elendil. When fighting with Andiril, Aragor Nari 

needs to roll more than 4+ to scoré a wound, regar ey ate 
opponent’s Defence (this rule has no effect against targ pee 
have Batter Points instead of Wounds). His rolls to vouah : 
modified by using Might as normal. . ata” 
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Gondor has a ruler once more; Aragorn, son of Arathorn, ofthe Special Rules ce r 
turned to Minas Tirith in its | * Mighty Hero. Aragorn is a mighty hero — the heir of the Kings 


House of Isildur. The king has re 
darkest hour, bringing leadership, inspiration and hope to those of Gondor. He may expend 1 point of Might per tun wi 
who struggle in the shadow of Sauron. The coming of King reducing his Might store. Any additional points of } 


Elessar heralds not only victory over the Lord of Mordor, but also expended during his turn will reduce his Might store as norm: 
a change in Gondor's fortunes on a wider scale, for under his 


leadership the race of Men will rekindle their former greatness. a 
Note: Your force can only include one Aragom, ¢i 


Elessar or Strider. 


Once a great man, the Steward of Fo SD EATS WEE 

Gondor is now weary with the 5l- 4 b y2 2 5 

responsibility of leading his people 

in such dark times. The loss of his | Wargear 

favoured son Boromir has proven Denethor wears armour and carries a SW 

an unbearable pain, leaving 

Denethor increasingly vulnerable Special Rule ess. 

to despair in the face of the Broken Mind. Denethor is subject to dangerous ney a 
ority, 1 


the realm of Gondor. player must take a Courage test for Denethor. If the test ae ev 
all is fine. If the test is failed, Denethor is cont petwees 
player as if he was one of his models. The only Se io ater 
Denethor and other Evil models is that Good models ¢ 
Denethor with missile fire, magical powers that ane afight | 
cannot strike blows against him if they defeat biel en 
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. Boromir, Captain of the Whites Tower (Man} 


*, Boeremir, son of Denethor. is 
¢  Gondor’s boldest and most able 
commander, a master of ali the 
skills of a warrior, Wherever he 
Sights, efforts are redoubled, hope 
rekindled and victory snatched 
from the very pits of despair — for 
Boromir’s fearlessness inspires 
the people of Gondor, and ts able 
to raily them against the most 
dire of threats. In the failing years 
of Minas Tirith, Denethor has 
come to rely on his elder son as 
the one spark of hope in dark 
times and trusts him like he trusts 
no other. In turn, Boromir serves 
his father loyally, but holds no 
faith in the heir to Gondor’s 
throne, an heir who is absent 
while his people suffer at the 
hands of Sauron. For his part, 
Boromir would willingly defend 
his people to his last breath. 


“,..though thereafter we may walk in 
the shadows, I will not go forth as a 
thief in the night.’ 


— Boromir, The Fellowship of The Ring 


Faramir, Captain of Gondor (Man) 


Defenders of Gondor he 


Points value: 175 - 
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Wargear. 


Boromiz, Captain of the White Tower wears heavy armour. He 
carries a sword (hand weapon) and the Hom of Gondar. Boromir 
may be given the following items at additional cost: 


THOSE S SR Sate Scere oF RE Ge Be oR po ERE Say 10 points 
Tance., SEX Bro ere ered 8 as aOR Cee, Seca ae 5 points 
Miield Fo. STS. St, See gw Re Ieee ba sig wis wets 5 points 
The Banner of Minas Tirith -........-...-......-~.50 points 


Special Rules 
The Horn of Gondor. See main rules manual. 


The Banner of Minas Tirith. When held aloft by Boromir, the 
Banner of Minas Tirith inspires such valour in the Men of 
Gondor that they fight with renewed skill and vigour. The Banner 
of Minas Tirith counts as a banner. In addition, if Boromir carries 
the Banner of Minas Tirith, all Warriors of the realm of Gondor 
within 3"/8cm receive a +1 bonus to their Fight value. Boromir 
also receives this bonus, although other Heroes do not. Unlike 
other banner bearers, such is Boromir’s skill-in battle he suffers 
no -1 penalty to his dice roll when determining who wins the 
combat, although he gains no benefit from carrying a shield ora 
lance. If you wish to model Boromir with a shield he will gain no 
benefit from it, so you need not pay the points. 


Note: Your force can only. include one Boromir, either 
Boromir of Gondor or Boromir, Captain of the White Tower. 
This profile represents Boromir at his peak, before The Ring 
cast its influence upon him at the Council of Elrond. 


Points value: 70 
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The younger son of Denethor and brother to Boromir, Faramir is 
4 brave and capable captain, able to inspire his followers to 
mighty ‘deeds. It is Faramir who. commands the defence of 
Osgiliath in the weeks leading up the siege of Gondor, and he 
also who leads forays into the contested land of Ithilien, cutting 
enemy supply lines and ambushing convoys. 
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Wargear 
Faramir wears armour and carries a sword. He may be given the 
following items at additional cost: 


Heavy QrmOur oo oe eg en Se ee Ca a 5 points 
Bow ..... Fis Ronee Fie ACH SAU EC Heasnt SO MT 5 points 
ANC 6 mera. so x -cripogny > ho He 6 Sia leas oe ote wes 5 points 
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Beregond of Gondor (Man) 


A noble and honest | man, F Ss 
Beregond is possessed of an 4/3+ 
unshakable honour and_ sturdy 
sword arm. Like all the Citadel 
Guardsmen, Beregond is 
dedicated to the ideals of Gondor, 
but he.is no unthinking servant 
and is likely to’ question his 
orders if they contradict his end 
feelings of right and wrong. thas rai Agee yee 
Special Rule ; Ate 
Bodyguard. At the start of the game cHoosé one Hero of. hate, 
among those in your force for Beregond to protect. As long as. ; 
this Hero is on the table, Beregond will automatically pass all” 
Courage tests he has to take. If the Hero is killed or leaves the 
table, Beregond reverts to the normal rules for Courage: : 


Wargear oe Pie cet; : 
Beregond wears heavy armour Sad aces’ a Jongbow ‘Elf bov 


and a sword (hand weapon): Beregond 1 may be given a ho eg 
additional cost: 2 


-King of Men (Man) , Points value: 55 


In its long history, Gondor has F Ss D A WC 


; a ee 
known many kings — great and 3/4+ 4 4 OTe 


2. 2 5 
noble leaders who have always j ‘ 
stood against the darkness, of 
Mordor. Though their bodies now 
rot on countless battlefields, or 
are entombed in the halls of Rath 


Wa rgear 


Dinen, the past Kings of Gondor = Armour 2. ee ee eee Bases 

shaped the present realm by Heavy armour ......6sc0 cece cece se cneeeete cal 

their deeds. Shield O68 Pie esa Bae BE a a es 
HOPSE pik. GB Se Lek 8 tN i on, 
LANCE). CRE PD ESE CREPE SUPER, os Talige SG atten 
Armoured Horse 


Ce ae rd 


Peregrin, Guard of the Citadel (Hobbit) Points value: 25 


and inexperienced Hobbit that 3/3+ 2 4 1 
Pippin once was. Tempered by the 


Scant trace remains of the foolish F S D A W C 
1 4 


gph} TEST: 


battle-flame that swept across 
Gondor, the Thain’s son is now a 
leader in his own right, and one 
who has earnt the respect of all in 
the city of Minas Tirith and the 
wider realm of Gondor. 


w./2 0 


Wargear 
Peregrin wears armour and carries a sword (hand weal ; 
He maybe given the following items at additional cost: 


A 


5 pits 
LO 


Pony 5 Soret, Sh és 


Special Rules : 
Guard of the Citadel. Faithful companion of the King ol 
and veteran of Minas Tirith’s defence, Peregrin counts as 4°" 
of Gondor. 


Resistant to Magic. Throw Stones. See the main mks 
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The King of the Dea: 


iy {pa s vast, this King led 
ow 


a hi ; in défiance of Isildur’s 
Li with ‘thoupn fis body is long 
. since dust, his spirit lingers on, 
bound evermare to the fate of 
Gondor's royal line. A_ ghostly 
echo of the man he once was, this 
King no longer rules over lands 
or chattels. Instead he is doomed 
to hold court over his accursed 


people until Isildur’s heir releases 


7 a> he 
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: them from bondage. Such 
thraldom chafes at this once 
| proud man and serves only to feed 

the malice that eats away at what 


a ¢ : 

j remains of his soul. 
: 
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Captain of Minas Tirith (Man) 


Defenders of Gondor Ir 


Points value: 100 , 


F S D A WwW C M/Wi/ F 
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Wargear 


The King of the Dead wears ancient armour and carries a rusty 
sword (hand weapon). 


Special Rules 


Terror. See main rules manual. 


Blades of the Dead. The swords of the Dead have long lost their 
edge, and yet armour is of scarce use against them — the only 
defence is a brave heart. When determining what number the 
Dead need to wound their opponents, use the opponent’s Courage 
rather than its Defence on the Wound chart. 


Drain Soul. An enemy that suffers a wound from the King of the 
Dead is automatically slain regardless of the number of wounds 
on its profile. Heroes can use Fate to avoid wounds suffered from 
the King but if even a single wound is not avoided, they are slain. 


The Dead and the Living. Only the Army of the Dead may use 
the King’s ‘Stand Fast!’ 


Points value: 50 


Schooled in the arts of war in the 
tradition of the land of Nimenor, 
Captains of Minas Tirith are all 
from noble families and lead 
through example. We have 
included the option for you to 
have one or more Captains of 
Gondor. This represents the 
leaders amongst the soldiery of 
Gondor who go unnamed in The 
Lord of The Rings. 
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Wargear 


A Captain of Minas Tirith wears heavy armour and carries a 
sword (hand weapon). He may be given the following items at 
additional cost: 
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Prince Imrahil of Dol Amroth (Man) 


| 


Prince Imrahil is the Lord of Dol Amroth, the fair port city on the 
Bay_of Belfalas. Descended from the nobles of Nimenor in 
almost true line, Imrahil has a commanding presence and 
unshakeable loyalty to the ruling line of Gondor, whether they be 
Steward or King. Though he possesses martial skills all but 
unparalleled in Gondor, itis Imrahil’s gift of inspiration that 
shows his true quality, for he is able to rally those around him in 
even the very direst: of circumstances. It is chiefly through 
Imrahil’s leadership that the fiefdoms of Gondor have been 
spared the worst in these days of deepening shadow. 


Forlong the Fat (Man) 


>» 
Points value: 135 5 
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Wargear 


Imrahi] wears heavy armour and carries both a shield and the 
Sword of Dol Amroth (hand weapon), He may be given the 
following items at additional cost: 


Lance 


Special Rules 

The Lineage of Nimenor. Imrahil commands great respect and 
loyalty from all the free folk of Middle-earth. The range of Prince 
Imrahil’s Stand Fast! is 12"/28cm rather than 6"/14cm. | 


Points Value: 60 7 


Though growing old, Forlong is one 
of the most famous lords in all of the 
fiefdoms. In truth, this is at least as 
much to do with his immense girth as 
his battle-prowess, as Forlong is 
incredibly — almost unbelievably - 
fat. However, his massive size belies 
an incomparable strength, and a 
blow from the Lord of Lossarnach is 
likely to shatter any shield set to 
thwart his strike. 


‘Angbor the Fearless (Man) 
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Wargear 
Forlong wears heavy armour and carries a spear. He may have the 
following equipment at additional cost: 
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The clan chief of Lamedon, Angbor 
is a bold — some would say reckless 
— leader whose warrior skills have 
been honed across decades battling 
Sauron’s vassals, In ‘all the years 
spent contesting the White 
Mountains with Orcs and Gondor’s 
lowlands with .Corsair raiders, 
Angbor has never once fled the field 
of battle, no matter how desperate 
the situation, 
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Wargear 

Angbor wears armour and carries a two-handed sword. Note that 
he does not carry a hand weapon and so is otherwise considered 
to be unarmed. 
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tain of Dol Amroth (Men) 


The Men of the ancient port city 
of Dol Amroth can trace their 
ancestry back to the nobles of 
Numenor, their blood largely 
unmingled with the lesser races 
of Men. It is in the Captains of 
Dol Amroth, the sons of the noble 
houses, that this heritage is 
clearest shown, for they are Men 
of martial prowess and 
unquenchable valour — true 
champions of Gondor. 


“,.about the Gate resistance still was 
stout, and there the knights of 
Dol Amroth and the hardiest of the 
garrison stood at bay.’ 


— The Return of The King 
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tl 


F S D A W C M/W/F 
4/4+ 4 7 2. 2 4 2H (OAs 72 ol 
Wargear 


A Captain of Dol Amroth wears heavy armour and carries both a 
shield and a sword (hand weapon). He may be given the 
following items at additional cost: 

Lance .5 points 
15 points 


Ce 


Special Rules 

Dol Amroth for Gondor! The Captains of Dol Amroth are 
fantastically skilled fighters, proud of their skills and of their 
prince — they are the elite warriors of Gondor, and they know it. 
Captains of Dol Amroth always count as being within the area of 
effect of a banner if Prince Imrahil is within 12"/28cm. 


The Knights of Dol Amroth charge into the fray. 
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Madril, Captain: of Ithilien (Man) 


Madril is a Ranger, with many long 
years of experience of a profession 
in which few survive more than a 
handful of seasons. A master of 
ambush and stealth, Madril directs 
his efforts against those of Sauron’s 
. forces as they are slowly tightening 
their grip on the land of Ithilien. 


“Gondor wanes, you Say. 
But Gondor stands...” 


— Boromir, The Fellowship of The Ring 
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Wargear 
Madril wears sturdy leather armour. He carries a sword (hay; 
weapon) and a bow. 


Special Rules 


“Master of Ambush. Madril’s true forte is the crafting of suprs 


attacks and careful ambushes where a portion of the warrior x 
his command appear upon the enemy’s flanks at a criticg 
moment in the battle. In scenarios where the Good player can nj 
for additional forces to arrive (such as those that use th 
Reinforcements rule) he receives a +1 bonus to the dice rolls i 
‘Madril is on the board. If Madril is not on the board and i 
waiting to arrive as part of the reinforcements, he may only appl 


* this bonus to his own roll to arrive. 


Named for a Steward of old, Cirion 
hails from one of Minas Tirith’s 
nobler. families. Though not 
amongst the most» experienced 
of Gondor’s ~ captains, Cirion 
compensates for his lack of years 
with a_ self-confidence that may 
one day prove to be his undoing. 


.. Damrod, Ranger of Ithilien (Man) 
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Wargear 


Cirion wears a chainmail coat (armour). He carries a sword (hat 
weapon) and a shield. 


Special Rules 

Boldest of the Bold. Cirion is at his most. determined whe 
facing dangers that would crush the spirit of a lesser man. Whe 
attempting to charge an enemy that causes Terror, Cirion receiv: 
a +2 bonus to his Courage. 


Points value: 20 


if Damrod is an experienced Ranger, 
if having. served many long years 
combating Sauron’s minions upon 
the wooded slopes of Ithilien with 
sword and bow. Damrod has 
become an invaluable -right-hand 
man to Faramir. 
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Wargear. 


Damrod:wears sturdyJeather armour. He carries a sword (ha™ 


“weapon) and a bow. 


“Ithilien, the. garden of Gondor 
now desolate kept still a 
« dishevelled dryad loveliness.” 


— The Two Towe® 
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Isildur (Man) 


~ Flendil (Man) 
2 
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Ki ie of the Diinedain and of 
Gondor, Elendilled his people out of 
ite ruin of Numenor on seven tall 
ships. Making landfall on Middle- 
earth he met and befriended the 
Elven-king Gil-galad and founded 
the realms of Gondor and Arnor. 
One of the mightiest and noblest 
Men that ever lived, it was Elendil’s 
ultimate destiny to fall before 
Sauron’s might, perishing alongside 
his friend and ally, Gil-galad, on the 
slopes of Mount Doom. 


History remembers Isildur as the victor of the Last 


; Alliance, for it was he who struck The One Ring from 
\ Sauron’s black hand. Alas, The Ring swiftly corrupted 
* Isildur’s heart and he was unable to cast it into the fires of 
‘ Mount Doom. Thus Sauron’s curse was allowed to linger 
. over Middle-earth for many long centuries to come. 


4% 


~ Captain of Nimenor (Man) 


Q Points value: 50 


a 


In ancient times, the army of 
Nimenor was led by — many 
experienced Captains of Men who 
directed their soldiers for «the 
greater glory of their homeland and 
King. This profile represents the 
leaders amongst the soldiery of 
Nimenor who go. unnamed in The 
Lord of The Rings. 
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Elendil wears finely crafted heavy armour and carries the sword 
Narsil (hand weapon). He may be given the following items at 
additional cost: 


Shields se TE IRs oc eee cles ie Seat we ett gih pia ee bie 5 points 
HOrses, Tee EE. tse ote ore Eats tc le Ck wa eee 10 points 


Narsil. Narsil’s powers allow Elendil to fight a Heroic Combat in 
the Fight phase without expending Might to do so. 
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Wargear 


Isildur wears finely crafted heavy armour and carries a sword. 
He may be given the following items at additional cost: 


Shield® 3508. Kis. A rat. TE Aoictacins eek oat 5 points 
FOrse SS ik sO oe. oe Bee 10 points 


Special Rule 
The Ring. If neither Frodo or Bilbo are in the force, isiidir can 
carry The Ring. See the main rules manual. 
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Wargear 


-A Captain of Nimenor wears armour and carries a sword. He 


may be given the following items at additional cost: 


Heavy Oro 860 6's 6s 8 OS Sips eGR aon Oe go 8s 5 points 
Shield t385 CS Sagas 2S SR Se Se Se oe Se pe 5 points 
BOY B52 sii sho tis SRS EE ia FO Ge ODS bee Sew h eeg ee 5 points 
LANCER SEE cs Se CEES bagig Ss ela 5 points 
PONS E Es Pata ce veghae ree 8185 gba SRE eS Ok REOT wos 10 points 
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Warrior of Minas Tirith (Man) 


Points value: 7 


@ ta 


The Men of Minas Tirith have lived 
their whole lives under the shadow 
in. the east, never faltering. It is 
through their valour that the lands 
beyond Gondor have been kept safe 
from Sauron’s armies. Warriors of 
Minas Tirith are at the heart of 
u many of Gondor'’s armies, taking the 
reo “Sete field in disciplined formations that 
bristle with spear, sword and bow, 
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Wargear 

A Warrior of Minas Tirith wears heavy armour and carries , 
sword (hand weapon). He may be given the following items a 
additional cost: 


SPCAPE, MI. Disc mesa 8 AEG SSIES b obeate es quele cae breil 1 poiny 
BOW Se GeAcie MEARE sear 0 PEGs, o Wha tgs Soong ane orate ala aleregs 1 Point 
Shield gr. tots . ieee 2 Meee pee Ee Ny Oe ] point 
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e Citadel Guard (Man) Points value: 8 


Founded as an order of elite guards 
answerable only to the king of the 
southern realm, the Citadel Guard 
are one of the earliest institutions of 
the Kingdom of Gondor: Only the 
toughest warriors that Gondor has 
to offer are picked to join the guard, 
fet b ceet = ¥ to-be clad in their Mithril-detailed 
ee armour and to carry blades of 
ss on Westernesse, heavy with both age 
and honour. In the absence of a king 
the guards take their orders from the 
Steward of Minas Tirith and are 
sworn to obey his every command 
until death claims them. 
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Wargear 


A Citadel Guard wears heavy armour and. carries a sword (hand 
weapon). He may be given the following items at additional cost: 


Horse? eee vies tS oe Ee ee ial brane . 6 points 
Longbow (Elf bow) 0... 0 i cc nee ees 2 poinis 
SPEAR. 2556 referee Eas o eheteng ty wk Wi tace, Fa a AEP 8 1 point 


Special Rule 
Bodyguard. See the main rules manual. 


© Guard of the Fountain Court (Man) Points value: 10 
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The Guard of the Fountain Court are selected from the most 
disciplined of veterans in all of Gondor, swearing to give their 
lives in service to the lords of Minas Tirith and to be fearless in 
combat. They wear winged helmets made of Mithril, intricately 
crafted heavy armour and carry the finest weaponry that the 
armouries of the White City have to offer. 
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Wargear 

A Fountain Court Guard wears intricately crafted heavy armour 
and carries a spear. He may be given the following items a 
additional cost: 


| 
Shield v.00... OIE NC oe Fas EE I point. 
Banner, ~.Meee 65 he eae Soa eRe EA eS 30 points 
Special Rules j 
Bodyguard, See main rules manual. 
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Mest ecvawned of the all the 
Karcors of Gondor are those that 
Jintiien and who kept the 
crossings of the Anduin secure from 
tle servants of Sauron. In other 
parts of the realm there are other 
Rangers who are no less dedicated 
to the defence of Gondor, such as 
the Bowmen of Morthond and the 
Wardens of Pelargir. 


dwell in 


Osgiliath Veteran (Man) 


A dour and grim band of determined Men, the Osgiliath Veterans 
are the warriors who recaptured the ruined Osgiliath alongside 


Veterans still live. 


€; the few survivors before them. 


a 


Boromir, son of Denethor. Though their armour is pitted and 
scarred and they carry dozens of small wounds, the fighting spirit 
of the veterans is unyielding. Osgiliath may be a shattered 
remnant of its former glory, but she will not fall whilst her 


Tall, stern warriors mounted on swift steeds and bearing keen 
lances, the Knights of Minas Tirith are truly the pride of Gondor. 
When the armies of Minas Tirith go to war, it is the knights that 
_ lead every assault, riding enemy formations into ruin and driving 
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Points value: 8 


web. 
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Wargear 


A Ranger of Gondor wears armour and carries both a sword 
(hand weapon) and a bow. He may be given the following items 
at additional cost: 


Wargear 

An Osgiliath Veteran wears battered heavy armour and carries a 
sword (hand weapon). He may be given the following items at 
additional cost: 


BOW ooo os Base ge OMe Ciagere the ISLC, MAI bok an PaeareE I point 
SPOOT EER oo ORM OS « he Sage ahhflecs WME PP gekerdgpadle tesele« I point 
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Special Rules: 

Loyal to the Captains. The Osgiliath Veterans have fought 
alongside Boromir and Faramir for months, if not years, and each 
one of them is loyal unto death. So long as an Osgiliath Veteran 
is within 6"/14cm of either Boromir or Faramir (or both) he 
receives a bonus of +1 to its Fight value. 


Q Knight of Minas Tirith (Man) Points value: 13 2 
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Wargear 


A Knight of Minas Tirith wears heavy armour and rides a horse. 
He carries a sword (hand weapon) and a lance. A Knight may be 
given the following items at additional cost: 


Pp AON Red a RB PE NR MET 5 Sa iy SIO 1 point 
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“Believe not that in the land of Gondor 
the blood of Numenor is spent, nor all its 
pride and dignity forgotten.” 


— Boromir, The Fellowship of The Ring 
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Battlecry Trebuchet (Man) 
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The Battlecry Trebuchet flings a huge boulder at the target with 
terrifying speed, splintering defences and crushing warriors. 
Though relatively slow to aim and difficult to build, the Battlecry 
Trebuchet is a machine of frightening power. Trebuchet crew 
often work in concert with squadrons of knights, as the mere 
presence of a Battlecry can force a battalion of enemy warriors 
to break formation and spread out, leaving them easy targets for 
the cavalry charge. 


Strength Defence Batter Points 


Battlecry (10) 10 4 
F S D A W.-C 
Crewman 3/4+ 3 5 1 1 3 
Crew 


A Battlecry Trebuchet consists of a Trebuchet and three Minas 
Tirith crewmen wearing heavy armour and armed with swords 
(hand weapons), Extra crew can be added at the following cost: 


Minas Tirith crewman . 2.00. cc ee eee 7 points each 
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Points value: HO : 


Special Rules 

Indirect Fire. A Trebuchet always follows the rules for Volley 
Fire, giving it a range of 18-96"/42-224cm. When firing a 
Trebuchet, follow the rules on page 45 of the main rules manual, 
with the following exceptions. A Trebuchet hits the target on the 
roll of a 4+ rather than a 6. If a hit is rolled and the target is a 
Siege target, the shot will hit it automatically (no scattering). 
If the target is a Battlefield target, roll on the Siege Engines’ 
Scatter chart instead of following the normal rules for allocating 
hits with a volley. 


Area Effect. Trebuchets fire a large stone that shatters on impact, — 
hurling out.a wave of debris that is often as deadly as the mail — 
projectile. If the Trebuchet scores a hit against a Battlefield | 
target, all models within 2"/4cm of the target take a hit of | 
Strength 5 (this hit does not kill Battlefield targets outright). 


Wall-breaker. When a Trebuchet rolls to wound against a Siege 
target, the controlling player may roll two dice and pick 6 
highest. If a wound is caused, roll on the Batter chart as norm 


Upgrades 
A Trebuchet may be given the following upgrades at a 
cost (see page 68 of the main rules manual for details). 
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Flaming Ammunition... 04.0 ++200¢er errr 2 moins 
Siege Veterans ...... rr We Ig. aN oe EGE e 20 poinls 
Superior Construction... 02.060 erence 75 point 


Minas Tirith Engineer Captain 
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Avenger Bolt Throv 


The Avenger is an invention unique to Minas Tirith, a mechanical 
masterpiece that reloads itself even as it is fired. This efficiency 
enables the crew of an Avenger to fire many shots in the same 
space of time that another engine could fire a single shot. In this 
way, a single experienced Avenger crew can hold a flank as well 
as a half-dozen archers. 


Strength Defence Batter Points 
Avenger (7) 10 3 
F S D A W C 
Crewman 3/4+ 3 5 1 1 3 


The tall Swan Knights of Dol 
Amroth are the elite of 
Gondor, men fair and stern 
of aspect and peerless upon 
the field of battle. Truly they 
are a memory of days long 
ago lost. Some fight on foot, 
leading regiments of Men-at- 
arms into the fray, but most 
knights fight from horseback, 
their skilled hands guiding 
gleaming lances to pierce the 
heart of the enemy 
formations. Where the Swan 
Knights of Dol Amroth ride, 
hope is reborn and victory is 
torn from the darkness of 
defeat. 


. J, 
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Points value: 70 


Crew 

An Avenger Bolt Thrower consists of an Avenger Bolt Thrower 
and two Minas Tirith crewmen wearing heavy armour and armed 
with hand weapons. Extra crew can be added at additional cost: 


Minas Tirith Crewman ............22.--+-+-: 7 points each 


Special Rules 
Short Range. An Avenger Bolt Thrower has a Range of 
24"/S6cm rather than the normal 48"/112cm. 


Rapid Fire. An Avenger Bolt Thrower fires D6 shots each tum 
rather than one. Resolve each shot individually, rolling to hit, to 
scatter, and to wound for each before proceeding with the next. 
Shots from an Avenger Bolt Thrower do not kill Battlefield targets 
outright nor knock them to the ground. The usual restrictions on 
targeting apply. In addition, the second and following shots must 
be targeted at models within 3"/8cm of the first target. 


Accurate. These machines are easier to aim than catapults and 
other heavy Siege Engines. When firing an Avenger at a 
Battlefield target the shot will only Scatter 3"/8cm rather than 
6"/14cm. 


Upgrades 
A Bolt Thrower may be given the following upgrades at 
additional cost (see page 68 of the main rules for details). 


Flaming Ammunition .........00.00000e0er8202> 15 points 
Siege: VElerans 0.5 Gio. PS Cote ne Fs Pet bee E 15 points 
Swift Relodd 72 Gey se Ses ISAO, oan = ES 20 points 
Minas Tirith Engineer Captain .....-....-2+-0+4- 75 points 
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Wargear 

A Knight of Dol Amroth wears heavy armour and carries both a 
sword (hand weapon) and shield. He may be given the following 
items at additional cost: 


Armoured Horses... sictisais «cle leis vat he cee te 9 points 
Large Pe PON 2), ESB: ces tilias 6 Ne,» cletacs Wa hoars es a 6 ace pm I point 
Batiner Ry ie SAcge oss pita SB Kee Chen MeN 30 points 


Special Rules 

Dol Amroth for Gondor! The Knights of Dol Amroth are 
fantastically skilled fighters, proud of their skills and of their 
prince — they are the elite warriors of Gondor, and they know it. 
Knights of Dol Amroth always count as being within the area of 
effect of a banner if Prince Imrahil is within 12"/28cm. 
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Wargear 
A Man-at-arms of Dol Amroth wears heavy armour and carries a 
pike. He may be given the following items at additional cost: 


BQngers. 2% Sh PoE cata ae ee tame thee ee BS 25 points 


Dol Amroth for Gondor! The Men-at-arms of Dol Amroth fight 
Dol Amroth’s defence rests not only upon the shoulders of her all the harder under the eyes of their prince. To represent this, 
knights, but also upon her Men-at-arms, a force of standing . Men-at-arms of Dol Amroth always count as being within range 
soldiery sworn to the prince’s service. Unlike. the Swan . ofa Banner if Prince Imrahil is within 12"/28cm. 

Knights, these Men-at-arms are of common birth, but are no 

less dedicated to the protection of Gondor and Dol Amroth: 

Armed with sturdy pikes and clad in plate armour, blocks of 

Men-at-arms march in support of the knights, forming a 

reliable core of warriors. 
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The Men of Lossarnach are F S D A W._.C. 
unusually armed, «choosing. to 4l- 3 ae 1 3 
wield broad-bladed ‘axes in place } 
of the more commonplace spear Wargears ‘ 
and sword. This peculiarity holds | An Axeman of Lossarnach wears heavy armour and carries. an 
its origins in the earliest days of — axe of Lossarnach. He may be given the following items at 
Gondor, when the first lord of additional cost: ot 

Lossarnach used such a weapon to 

great effect in the defence of his Banner... ce ec eee eee be eens 25 points 
liege. Since that day, the sons of y 

Lossarnach have wielded these Special Rules 

polearms with fearsome. skill, Axe of Lossarnach. These heavy weapons combine a broad axe 
battering aside or crushing any _ head with a spear tip. An Axeman of Lossarnach may use his axe 
who would stand before them. as either a spear or a two-handed weapon. 


C Clansman of Lamedon (Man) Points Value: 8 


The Clansmen of Lamedon make F S D A W C 

their homes in the untamed 4/- 3 4 1 1 5 

foothills of the White Mountains. 

Undisciplined and preferring a  Wargear 

wilder way of fighting, such ~AClansman wears armour and carries a two-handed sword. Note 

folk may be unsuited to the ordered « that he does not carry a hand weapon as so is otherwise 

battlelines at the heart of Gondor’s considered to be unarmed, 

armies but they are formidable 

skirmishers, using their long Special Rules 

blades to great effect. — The Honour of Lamedon. The Clansmen of Lamedon 4 
fanatically loyal to their chief, Angbor the Fearless. Clansmen ° 

_Lamedon always. count as being within the area of effect of # 

banner if Angbor the Fearless is within 6"/14cm. 
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~, Warrior of the Dead {Spirit} Points Value: 15 

er ee 7 Pt re oe any a 
After many long centuries there is F S DA W=.C 
naught left of the oathbreakers save 3/- 3 7 ] 1 6 


for whispering shadows and 

spectral forms, yet they are stilla Wargear 

danger to the mortal world. The Being incorporeal creatures, the Warriors of the Dead count as 
blades of the dead may have long armed only with hand weapons regardless of the actual 
lost their edge, but armour is of no. equipment they are carrying, so the rules for their spears, two- 
defence against such ghostly _ handed axes and shields do not apply. 

weapons. Any who stray into their 

cursed domain shall suffer greatly Special Rules 

at long-dead hands unless he be the Terror. See main rules manual. 

king of Gondor, come again at the 


dawn of a new age. Blades of the Dead. See the entry for the King of the Dead. 
. Rider of the Dead (Spirit) Points Value: 20 
At the vanguard of the Army of F S D A W_C 
the Dead ride swift moving 3/- 3 7 1 1 6 


horsemen, whose spectral 
blades are as deadly as any Wargear 
forged. from iron. Oft-times A Rider of the Dead carries a spectral blade (hand weapon). 

_ such riders can be seen 
galloping across the hillsides Special Rules 
around the stone of Erech, on Terror; Blades of the Dead. 
purposes unguessable to all but 
they. On these nights, the folk of | Spectral Steed. The ethereal steed of the Rider of the Dead does 
Lamedon do not stray into the not function in the same way as regular cavalry. The rider and his 
lands of Erech, and hope that _ steed are counted as a single model on foot with a Move of 
they have no part to play inthe —_10"/24cm — because Riders of the Dead are not mounted models, 
hunts of the riders of the dead. they do not receive cavalry bonuses. 


~ Warrior of Niumenor (Man) Points Value: 7 


FES Se DEAS OW. 
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Wargear 
A Warrior of Nimenor wears armour and carries a sword. He 
may be given the following items at additional cost: 


SPEAR ve tety 6 8 bie Ry we ROO + pete ats Rin eee ere I point 
3 Bow (Sas Gek ee in, SE A, OEE EE 1 point 
STiheld sain, 5 «5 sappps COE 6 ih Be Re Rn abe 1 point 
i BONN ERAGE NT hoo Fea > Sohoivigcn ge Vie OAT 0. abaine ow Sass 30 points 
‘ 
? 


“ ,.<Gondor long endured; and for a while 
3 Founders of the realms of Gondor and Arnor, the brave Men of its splendour STew, recalling somewhat 


Mimenor haye ever resisted the Dark Lord, meeting his armies 


% ° ’ . ” 

_ . with courageous hearts and tempered steel. Under the leadership of the might of N umenor ere It fell, 
Of Elendil and Isildur they march alongside the Elves in the battle 

‘of the Last Alliance. — Elrond, The Fellowship of The Ring 
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THE TOWER OF ECTHELION — 


I; the early years Gondor was governed from Osgiliath, yet 

there were two other great cities within the realm: Minas Ithil, 
the Tower of the Rising Moon, and Minas Anor, the Tower of the 
Setting Sun. Osgiliath was soon ruined by war, and Minas Ithil 
fell under the shadow of Mordor to become Minas Morgul, 
fortress of the Nazgal. Minas Anor was forged anew in the fires 
of war and in these dark days that city is known as Minas Tirith, 


the Tower of Guard, for it must be ever watchful lest it suffer the 
same fate as its twin. 


j 
; 
In the heart of Minas Tirith Stands the Tower of ; 
gleaming pinnacle of alabaster whose UPPermost req lion, 
the clouds. In the years subsequent to the fall of Oseiti = toug, i 
from this imposing citadel that the heirs of Elendil, ang 1, thay 
Stewards, ruled the realm of Gondor. The Tower of Ee the 
guarded by the very finest warriors Gondor has to Offer; ste On ig | 
mighty Men in whom the blood of Nuimenor Stills flow, | 
whose valour has been proven time and again upon the fi ain 
battle. Despite the evils that have assailed Gondor, rie. 
Strength and nobility still. Through the efforts of 


Be the Stewarg, 
Gondor and Minas Tirith have survived waning fortunes, * 


It is before the Tower of Ecthelion, in a small COUTt Oye. 
shadowed by the citadel, that the withered husk of the White Treg 
still stands. Said to be from the line of Nimloth the fair, the 
original White Tree was brought from Niimenor and, when this 
tree died, a sapling was planted anew. So it continued for Many 
generations, a dead tree replaced by a healthy heir. The line of the 
White Tree was thought eternal yet, as time passed, it failed - 
much like the line of kings some years earlier ~ yet still the tre: 


stands, a symbol of glory and hope awaiting to be rekindled by 
the return of the king. | 
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- TOWER OF ECTHELION 


Just as Minas Tirith is the heart of Gondor in the Third Age, the Tower of Ecthelion is the heart of Minas Tirith. 
It is here that the steward’s court is held and the fate of not only this realm, but perhaps all of Middle-earth, 
is decided. This army list represents the forces of Minas Tirith at the time of The War of the Ring. Its warriors 
are superbly equipped and well trained, with a good selection of elite troops, cavalry, siege engines and 


mighty Heroes to lead them into battle. 


GOOD HEROES 


Aragorn, King Elessar ...........+++ Points value 260 
Armoured horse 15 points 
(You may not include Aragorn, King Elessar, in a force that 
includes Boromir, Captain of the White Tower, or Denethor, 

Steward of Gondor). 


Boromir, Captain of the White Tower . .Points value 175 


Horse 10 points 
Lance 5 points 
Shield 5 points 
The Banner of Minas Tirith 50 points 
Denethor, Steward of Gondor ......... Points value 30 
Faramir, Captain of Gondor .......... Points value 70 
Heavy armour 5 points 
Bow 5 points 
Lance 5 points 
Horse 10 points 
Beregond of Gondor ...........2004+ Points value 25 
Horse 6 points 
Peregrin, Guard of the Citadel ........ Points value 25 
Elven cloak 10 points 
Captain of Minas Tirith ....6....2... Points value 50 
Shield. 5 points 
BSW ite ht 5 points 
~ Lance.’ 5 points 
Morse: 10 points 
“,..jit is before the walls of-Minas Tirith that 

the doom of our time will be decided...” 
4 - Hirgon to Théoden, The Return of The King 

ALLIES 

yy, In Legions of Middle-earth games, The Tower of Ecthelion 

“| can ally with the following armies: The Fellowship, the 

Grey Company, Théoden’s Host, the Fiefdoms, the Rangers 

of Ithilien, the Dead of Dunharrow, Durin’s Folk, Erebor, 

the Wild Men of Drdadan, the Wanderers in the Wild, the 

Wizards, and the Eagles. 


GOOD WARRIORS 

Warrior of Minas Tirith .............4. Points value 7 
Bow 1 points 
Spear 1 points 
Shield I points 
Banner 25 points 
Knight of Minas Tirith ...........64. Points value 13 
Shield 1 points 
Banner 25 points 
Guard of the Fountain Court ......... Points value 10 
Shield I points 
Banner 30 points 
Citadel Guard oi. 66.6% bac bd eee) » Points value 8 
Longbow /: 2 points 
Spear 

Horse 


/ 1 point 
6 points 


% 
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Avenger Bolt Thrower ............-: Points value 70 
Minas Tirith Crewman 7 points 
Flaming Ammunition 15 points 
Siege Veterans 15 points 
Swift Reload 20 points 
Minas Tirith Engineer Captain 75 points 
Battlecry Trebuchet ..........0054. Points value 110 
Minas Tirith Crewman 7 points 
Flaming Ammunition 15 points 
Siege Veterans 15 points 
Superior Construction 20 points 
Minas Tirith Engineer Captain 75 points 
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ERMINE WITH THE TOWER OF &CTHELION 


The following pages provide tactical advice for using the Warriors and Heroes fron: the Tower of Ecthelion, 
as well as example army lists to help you choose your own force. 


| STRENGTHS "WEAKNESSES 
| ° Powerful Heroes * Too much 
¢ Flexible troop choice (!) 

selection | 


¢ Deadly artillery 


(1) Aragorn, King Elessar 
The supreme all-round Good Hero in the game, Aragom, 
King Elessar can cut his way through anything with the 
combination of Anduril, free Might points and a Fight value 
of 6. He’s no slouch in defence either, with a respectable 
Defence 7 to keep him alive. 


(2) Boromir, Captain of the White Tower 
The Tower of Ecthelion’s most accomplished Hero, Boromir 
is a superb fighter. When carrying the banner of Minas Tirith 
Boromir quickly becomes the rallying point of your army. 


(3) Denethor, Steward of. Gondor 
Though Denethor suffers from a broken mind, he makes a 
solid Hero with which to anchor a battleline, thanks to his 
kingly profile. If his high Courage is not ‘sufficient- to 
keep Denethor in the game, he still has 3--Will points to 
buttress his resolve. 


(4) Beregond 
A cost-effective Hero, Beregond i is a sensible recruit for an 
army that is looking for a second or third Hero to back up the 
leader. Depending on where he’s needed, Beregond can fight 
at range with longbow or up close with sword. 


(5) Warriors of Minas Tirith 

All. armies have their mainstay and for the Tower of 
: Ecthelion that mainstay is the Warriors of Minas Tirith. 
errr iL 3, Sua Their cost reflects the unexceptional, but solid profile of the 
Steere Warriors of Minas Tirith, although their heavy armour grants 
a dramatic advantage when taking the field against other . 
Strength 3 troops. 


(6) Guards of the Fountain Court 
Without doubt the very. elite of the Tower of Ecthelion’s 
army, the Guards. of the Fountain. Court combine high 
Defence and Fight values with the Bodyguard special rule, 
making them very difficult to defeat indeed. 


(7) Knights of Minas Tirith 
The only cavalry available to the Tower of Ecthelion, the 
Knights of Minas Tirith are sufficiently cheap to field in large 
numbers, and their lances pack enough punch to ride enemy 
battlelines into bloody ruin. 
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PAINTiSG A TOWER OF ECTHELION ARMY 


- The armies of the Tower of Ecthelion are extremely well-equipped and organised, leading to a very uniform 
pe eEPeaTanc’ amongst their troops — this makes it straight forward to create a Strongly themed army. 


WARRIOR OF MINAS TIRITH BOROMIR, CAPTAIN OF THE WHITE TOWER 


The tree detail is painted 
using thin layers of 
Khemri Brown. 


Paint a basecoat of Boltgun 
Metal, then wash with a 
thinned down layer of Chaos 
Black. Chainmail is used to 

highlight the edges of the armour. 


Thinned down 

i Codex Grey is 
& painied into the 

de TeCcesseS. 


The tree and stars on the shields — Boromir’s armour and uniform matches his troops. When 
and banners are carefully picked painting him, it’s worth spending a bit more time to get a more 


out in Skull White. refined finish as he’s a major hero. 
KNIGHTS OF MINAS TIRITH BANNERS 
The Knights of Minas Tirith use Banners can be painted to illustrate warriors of different 
the same colour scheme as the companies. The following examples are a great starting point 


rest of the army. We have used a for any Minas Tirith army. 


selection of browns, greys or 
Chaos Black to paint the horses. 


4 


5 Ist Company, 
AS The House of Ecthelion 


This banner features Shining 
(Fi Gold painted over Bleached Bone. 


BA ast Nar oy Ri alts Ben? maar ond 
RA Sin Sa Lane, pT hg th aati erly 3 


5 4th Company, 
Knights of the Pelennor 
This banner has been painted with 
‘| Mithril Silver on a field of white. 


— 


x Like his brother Boromir, it's worth 

4 ‘pending extra time painting 
Faramir. With his longer robes 
and different style of armour 
he Stands out amongst the 
Knights of Minas Tirith. 
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THE STEWARD’S GUARD 


This force represents the personal guard of 
Denethor. It has been selected by choosing an initial 
force to a value of 500 points —a good starting size 
for an army. With a balanced core of troops chosen, 
the force has then been augmented to a size of 1000 
points by adding in reinforcements, including 


Beregond. 


poe 


| INITIAL FORCE: 
HOUSEHOLD GUARD (487 POINTS) 


| CD Boromir, Captain of the White Tower .235 points 
Carries the Banner of Minas Tirith and rides a horse. | 


Boromir's already formidable fighting abilities are | 
increased when he is given a steed. While mounted, 
Boromir can also quickly get into a position where his 
banner can affect the greatest number of allies. 


(2) Denethor, Steward of Gondor ....... 30 points 


¢ 17 Warriors of Minas Tirith; 8 with shield, 8 with 


ae 
| @)Ist Company, Ecthelion Guard ..... 168 points 
{ 
spear and shield, 1 with banner. 


This solid block of infantry can hold its ground against 
most foes, though it will need support from Denethor or 
Boromir should an enemy Hero challenge it. 


(4) 2nd Company, Ecthelion Guard... ... 64 points 
¢ 8 Warriors of Minas Tirith with bow. 


REINFORCEMENTS: 
GUARDS OF THE CITADEL (500 POINTS) 


(5) Maethor 4. va'sg so tive dp oo bs oF ees 2 55 points 
¢ Captain of Minas Tirith with shield. 

Beregond is used to add a little extra weight where it is a 

needed ~ he cannot change the tide of the battle alone, 

but he can help others to do so. 


(7) Ist Company, Citadel Vigil......... 108 points 


\ 


eee 
ye pn ee peym— 


* 12 Citadel Guard with spear. 


(8) Ist Company, Courtyard Vigil ...... 120 points 


~ 


¢ J2 Fountain Court Guard. 


9) Ist Company, Knights of the Tree .. . 192 points 


| 
| 
| 
| 
| 
{ 
| 
| (6) Beregond of Gondor ......+.++++++.++ 25 points 
| 
| 
| 
| 
| 
| 
| 


* 12 Knights of Minas Tirith; 
11 with shield, 
/ with banner, 


“ 
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THE TOWER OF ECTHELION 
AS ALLIES 


As allies, the Tower of Ecthelion can be used to 
counter weaknesses in other armies, or give even 
more punch to their allies’ strengths. In the army list 
below, The Tower of Ecthelion provides a band of 
hard-hitting knights to this army, seriously increasing 
its impact on the charge, as well as backing up the 
Rohirrim’s infantry with heavy-armoured warriors. 


MAIN CONTINGENT: 
THEODEN’S HOST (498 POINTS) 


2 


(1) Eomer with horse................. 85 points 


(3) Eomer’s Guard........0.00.0004. 144 points 
¢ 8 Rohan Royal Guard with horse 
and throwing spears. 


i 
} 
} 
| 
| 
| (2) Erkenbrand ...........4.4.++++.. 65 points 
| 
| 


(4) Erkenbrand’s Guard...............68 points 
¢ 8 Warriors of Rohan, 6 with throwing spears and 
shields. 


(5) Riders of the Westfold............. 133 points 
¢ 8 Riders of Rohan, 4 with throwing spears. 


ALLIED CONTINGENT: 
THE TOWER OF ECTHELION (243 POINTS) 


| 

| 

| 

| 

| 

| 

} 

t 

| (6) Gilant, Captain of Minas Tirith ...... 55 points 
| ¢ Captain of Minas Tirith with shield. 

| (7) 6th Company, Knights of Harlond.... 84 points 
° 6 Knights of Minas Tirith. with shield 

i 

| 
= 


(8) 3rd Company Gate Wardens........ 104 points 
¢ 12 Warriors of Minas Tirith, 6 with shield, 
6 with spear and shield. 


* # (2 7O 


7a ai 


Apres FPG G- Batis //a 


a ax hol Liyyp Toten PS Pe TC 
28 


Ieeneeeeninieeitiemeiteietitnin 


j 
et | 


Of Ecthelion pe 


—— 


The Tower 


Oia Dk 
“aaa o,. 


FRET TT EOI 


ae 


oa 


€ 


z 


we 


293 


Came onl 
Po 


Wy 


2, 


, 


C77 
[nc 


} 


he RO 
a 


we 


Zb 


Fe wie A FANE Koes 


2 


oe O70 
a at: 


\ 
Ss 
\ 


ia) 
N 


a 


MINAS TIRIT. 


f Gondor is the stronghold that thwarts Sauron’s legions, then 

Minas Tirith can be likened to the central keep of that fortress, 
for it is strong enough to withstand all but the mightiest blows of 
the Dark Lord. Minas Tirith is built deep into the very bones of 
Mount Mindolluin and fashioned upon seven levels, each tier of 
the city protected by broad walls of elegantly crafted white stone. 
Should the first circle of Minas Tirith ever fall it can be 
abandoned and the defence continued from the higher levels, but 
such is the stoutness of the bastions that the first circle has never 
yet been taken. 


Minas Tirith’s armies arc the greatest of all th 

disciplined, superbly equipped and led by v € realms Of Me. 
with Harad and Mordor. To maintain order ay Of the Wa, 
more easily, Minas Tirith’s soldiery is divided | Out the , 
different garrisons and thence into separat 'NtO dozens of 
between ten and fifty warriors apiece. When is aerate of 
war arrives, each garrison will dispatch a Carton cal} 
companies, led by a suitably experienced cheats Eine Of it, 
is intended that no outpost will remain unmanned m this way 
size or importance, though some have inevitably hep 
as Gondor’s strength has faded.  abandoney 


Each warrior in Minas Tirith’s army is trained to wield a yar 

of weapons, from the humble sword or bow to the dead] Gas 
lance. In the past, such utility ensured that the Sieied exe 
White City was always able to call upon the proper te 3 
troops required to win the day. Alas, Minas Tirith dwindles : 
Gondor wanes, and her armies diminish with each passing = 
If hope is not swiftly rekindled in the heart of this, the ide 
realm of Men, then the fortress of Gondor will fall, and all who 
shelter behind it will know only ruin and death. 


GOOD HEROES 


2... Points value 55 


Armour 5 points 
Heavy armour 10 points 
Shield 5 points 
Lance 5 points 
Horse 10 points 
, Armoured horse 15 points 


| ae 
ye 


hy ; = het 5 
plain of Minas Tirith .........+..-Points value 50 


pr Shield S pois 
Bow: ca Wee” 5 points 
ee 5 points 

Me 2” Sg iaaaaes 10 points 


ALLIES 


In Legions of Middle-earth games, Minas Tirith can ally 
with the following armies: Arnor, The Fellowship, the Grey 
Havens, Fangorn, Rivendell, Lothlérien, the Riders of Eorl, 
: the Host of the Hammerhand, Erebor, the Wanderers in the 

s Wild, the Wizards, and the Eagles. 


Minas Tirith my 


GOOD WARRIORS 
Warrior of Minas Tirith ........2.24+.+- Points value 7 
Bow I point 
Spear I point 
Shield J point 
Banner 25 points 


Knight of Minas Tirith ..............Points value 13 


Shield I point 
Banner 25 points 
Ranger of Gondor .........- ........ Points value 8 
Spear 1 point 
Guard of the Fountain Court .........Points value 10 
Shield I point 
Banner 30 points 


Citadel Guard ........--0000++0e0+, Points value 8 


Longbow 2 points 
Spear I point 
Horse 6 points 


ce eeeeeees «Points value 110 


Battlecry Trebuchet ... 


Minas Tirith Crewman 7 points 
Flaming Ammunition 15 points 
Siege Veterans 15 p oin ve 
Superior Construction 20p oints 
Minas Tirith Engineer Captain 75 points 


<>< Minas Tirith 


7 ies O, 
The Minas Tirith army list represents the armies of 


i € 
ideas for alternate uniform colours as W 


WEAKNESSES 


« Limited Hero selection 


STRENGTHS 
¢ Durable Warriors 
* Flexable troop selection 
° Deadly artillery 


PAINTING THE ARMY 


FOUNTAIN COURT GUARD 


The helmet wings are 
undercoated Kommando 


Khaki and highlighted with 
Skull White, 


Whilst still retaining the 
overall colour scheme of 
Minas Tirith, the Fountain 
Court wear the finest wargear 
of all the troops. 


The edges of cloth are 
painted Shining Gold with a 


fine pattern of Chaos Black 
applied over the top. 
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GAMING WITH MINAS © ITH 


Gondor across the centuri: «: 
IL as an example army list. 


THE GUARDIANS OF OSGILIATH Vi 


: ; esel 
We’ve chosen an alternate colour scheme tor epl 
Guardians of Osgiliath. Something this sump 
to a force and make specific groups of warrle 


» The White Tree of Gondor 


_and édged with Catachan 


hhh hinge chp pol 
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following Pages Pres 
hy 


G) Kings of Pen 
Ideal for representing one o 
Stewards or Kings from M 
Kings of Men have a fight value that yay 
enemy Captains give them a wi de ie Make 
Courage value to buttress flagging est ai 


(2) Captains of Minas Tirith 
Perhaps not as glamorous as named }j 
the Captains of Minas Tirith at Tes, 
all-rounders, able to add some Close com} 
muscle or lead your troops in a rut 
Heroic action. 


(3) Citadel Guard 


An alternative choice to. the Guard of the 
Fountain Court, Citadel Guard have the ql 
important Fight value 4, the Bodyguard ml 
and access to Strength 3 bows. Better yet, 
they’re a little cheaper than the Guards of the 
Fountain Court, allowing more to be fielded 
in an army. 
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has been painted Skull White 


Green. The cloak has been 
Painted Catachan Green. 


/ ve 


Minas Tirith 


en oe 


SATTLE OF AMON LHAW 


- ql 500 point force dre) i Minas Tirith’s armies, thi ; 
pypical 5 ies, this army is solely made . ae 
ibility a numbers. . ith all G ; . hes up of infantry, sacrificin 
mobility for oe ondor armies, this force is incredibly stubborn in defence ? 


| WD Turin, Steward of Gondor.......+++++55 points (4) Ist Company, Rauros Garrison. ...... 108 points 
* King of Men e 12 Warriors of Minas Tirith with spear and shield. 


(5) 2nd Company, Rauros Garrison... .... 96 points 


(2) 
2) Targon, Warden of Cair Andros. ......+. 55 points 
© 12 Warriors of Minas Tirith with bow. 


* Captain of Minas Tirith with shield. 


6) 2nd Company Outriders, ............84 points 


Rauros Garrison 
¢ 6 Knights of Minas Tirith with shield. 


€; ) ‘ 
fe. Sompany, Cair Andros Garrison ... 96 points 
Warriors of Minas Tirith with shield. 
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THE FIEFDO® 


n the days of Gondor’s glory, her rule held sway across the 
nila realms of Middle-earth. From beyond Isengard in the 
west to the depths of Harad in the south, folk bent to the will of 
Minas Tirith and benefited from her protection. Those days are 
but a memory, the royal Jine is sundered and Gondor is much 
shrunken by war and revolt, yet along the southern slopes of the 
White Mountains, the lands that were once the heart of the old 
kingdom still keep the faith. The fiefdoms of Gondor remain 
swom to Minas Tirith in peace and in war. 


; 


Given leave to goyeru themselves, the fj 
remain distinct from one another, each accord] 

own circumstances. Most influential is the land filed, 
prince of Dol Amroth, whose swan-helmed knights e 
martial valour and lordly bearing of Ntmenor that 
Dol Amroth’s prince holds no rule over the o 
such is the nobility of his bloodline that other 
prince’s counsel in times of strife. When war ma 
fiefdoms, it is the lances and pikes of Dol Amro’ 
counter-attack. 


efdoms of 
Gong 

8 to x ; 
OVer h 
Pitomige® 
Was, Thoy 
ther Fiefdone 
lords Seek ais 
tches Upon ; 


th that lead the 


In other provinces the bloodline and grim pride of Néities } 
not so well preserved, yet nevertheless every fiefdom i Nien 
stand against the creatures of Sauron. In the foothills of the Rie 
Mountains the grim clansmen of Lamedon and Rangers : 
Morthond are engaged in a ceaseless hit-and-run battle with On 
Further west the Axemen of Lossarnach and Wardens of Pelarpir 
hold the southern crossings of the Anduin against Haradrim, 
Great heroes have arisen in the south, leaders such as Forlong 
Angbor and Imrahil; mighty warriors whose names and deeds ar 
now recounted across the whole of Gondor. If the fiefdoms are 
hard-pressed, have they enough strength to spare for the aid of 
Minas Tirith should the worst befall? 


4. GOOD HEROES 
4. Prince Imrahil of Dol Amroth....... .Points value 135 
: Lance 5 points 
Arnon ed horse 15 points 


AA >- 


‘Points value 60 
10 points 


the Fat ape he 


} 


r the Rigriess ~ i . Points value 55 


aptain of 


Dol Amroth .2s..........-Points value 55 
Lance Bie" 5 points 
Armoured HOrSE prem 15 point 


ALLIES 


In Legions of Middle-earth games, the Fiefdoms can 
ally with the following armies: The Fellowship, 
the Grey Company, Théoden’s Host, the Tower of 
Ecthelion, the Rangers of Ithilien, the Dead of Dunharrow, 


Durin’s Folk, the Wanderers in the Wild, the Wizards, and 
the Eagles, 


Re 


| 
: 
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GOOD WARRIOR 
Knight of Dol Amroth ...............Points value 9 
Lance I point 
Armoured horse 9 points 
Banner 30 points 


Axeman of Lossarnach .... 
Banner 


-Points value 9 
25 points 


Man-at-arms of Dol Amroth 
Banner 


-Points value 9 
25 points 


Clansman of Lamedon ..... 


-Points value 8 


Ranger of Gondor ........ 
Spear 


-Points value 8 
I point 


“East rode the knights of Dol Amroth 
driving the enemy before them...” 


— The Lord of The Rings 


5 The Fi iefdoms 


ag 


GAMING WITH THE! “DOMgs 


These pages provide gaming tactics for the brave warriors of the Fiejd«: Unting 
ing point for your own army. 


8uidance q 
ndq 
army list you can use as a Sstartl ; exany 


\ 1 Prince Imrahil of Dol 

One ot the best Heroes of 
Imrahil can slug it out with 
and_ ugliest beings at Sau 
fact, he surrenders only 
to Aragorn or Boromir! 


Amroth 
Men in the 
SOme of the bi 

Fon’s co 


a little in mata 


) Swan Knights of Dol Amroth 
These elite knights are the heaviest ¢. 

the game and can batter throwph art 

shieldwall with ease. Better sth” = 

caparisoned steeds are able to Tesist ali 

densest hail of archery. ‘* 


) Clansmen of Lamedon 
Clansmen of Lamedon hit very hard for their 


| STRENGTHS WEAKNESSES points, using two-handed swords and a Fightof 
| * Powerful Heroes ° Few in number 4 to cleave the enemies of Gondor with 
¢ An Army of elites ¢ Expensive Warriors fearsome skill. 

| ¢ Pikemen ¢ No artillery 


PAINTING THE FIEFDOMS 


DOL AMROTH LAMEDON AND LOSSARNACH 


The cloth of the kilt is basecoated with 
Necron Abyss and highlighted with | 


The shield is painted Regal ae 
Regal Blue. To paint the tartan app!) | 


Blue and the boss is painted dex Gre 
Skull White. lines of Mordian Blue and Codex" 
from te 
The Knights of Dol Amroth and the Men-at-arms both make use The fiefdoms of Lamedon and Lossarnach use nerds a - 
of the same heraldry. Their glittering armour is painted Mithril other regions of Gondor. This gives you a great PO h 3 


Silver and given a Blue Ink wash. experiment with alternate colour schemes and even 
small force of these troops into a larger army. 


i <> od 
cover 
ach are he 
emen of Lossarme™" «can 
These inmail. = » gs tht 


in armour and cha! Bee 
painted in exactly the - 
Warriors of Minas Tiritt. 


72 
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THE BATTLE OF TARLANG 


In this 500 point force, the Axemen of Lossarnach and Clansmen of Lamedon form the core of melee troops, 
while the Rangers bring deadly archery. Leadership is provided by the stern gaze of Angbor the Fearless. A 
fearsome counterattack is supplied in the form of the Knights of Dol Amroth. 


Lak ts eee (ie a See Si Ree hemo SN 5 : ; : 
ce WT ORG Sy 0 Sent lates oe Ek ee cre HK ~ -e : - : a 


| (1) 


Angbor the Fearless .....0.e0+0++++-55 points (4) Clan Tarlang .......6.66600000404..72 points | 
¢ 9 Clansmen of Lamedon. 


} 


/ 


(2) Amlad Cope eee Pee Ee pean eae eo7) PONES 


* Captain of Dol Amroth with lance and armoured horse. (5) Bowmen of Morthond Vale ..........100 points 
¢ 12 Rangers of Gondor, 4 with spear. 


(3) The N A 

orthward Guard .......++++++++ +95 points . ; 

* 5 Knights of Dol Amroth with (6) Ist Company, Mindolluin Guard .......99 points | 
| lance and armoured horse. ¢ 11 Axemen of Lossarnach. | 


-; 2 70 ~ 2 
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THE RANGERS OF !THILIEN 


thilien lies between the Anduin and the Mountains of Shadow, 
[: heavily forested land of rugged beauty where the opening 
skirmishes of the War of The Ring are fought. These battles are 
as critical as they are endless, for the broad-flowing Anduin is 
Gondor’s main line of defence against any assault from Mordor, 
and abandoning Ithilien would yield the castern portions of the 
Great River to the Dark Lord. It is to this end that the wilderness 
of Ithilien is fiercely contested by some of the finest warriors in 
the service of Gondor. From Osgiliath, Cair Andros, Amon Barad 
and the hidden stronghold of Henneth Annin, the Rangers of 
Ithilien hold the legions of Mordor at bay. 


With sword and spear the Rangers are 
Knights of Dol Amroth, yet their tnle-talea ee Of the fy 
steep and heavily forested slopes of Ithilie Ie elsewhere 
shieldwalls and streaming banners — jt is ha AIS (0g Place ¢ 
victory there requires different arts. As fitch it £round, ‘a 
Ranger are that of forestcraft and archery the abtiten skills of 
without sound before striking with uncanny sie iat Salk 
ambush are the Rangers’ weapons against thee Trap and 
Sauron, greatly offsetting the horrendous odds ae of 
: St Which 


they struggle. 


bleg 


Warriors assigned to the defence of Ithilien joi 

bands that prowl the land where they can leash Hoe . am 
veterans. Each band of Rangers is based in Henneth we ng 
one of the other outposts, but in reality is an sutotiontoy un 
living off the land while hunting for sign of Sauron’s miding 
With surprise on their side a dozen Rangers can slaughter a thes 
more numerous foe. Should a larger battle erupt, prearranged 
signals can summon other warrior-bands to the fray in shon 
order, scattering the enemy and securing victory for Gondor! 
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GOOD HEROES 
Faramir, Captain of Gondor ........-Points value 70 
Bow 5 points 


Mai tril, Captain of Ithilien,...»..+,. .Points value 55 
rion} Lieutenant of Amon Barad ... .Points value 55 
Damrod; Ranger of Ithilien .........+Points value 20 


baptain of Minas Tirith ...... «+... +Points value 50 


Shield ~~ 5 points 
Bow 5 points 
a OES, 14 a ey 


ALLIES 5 
In Legions of Middle-earth games, the Rangers of Ithilien 
can ally with the following armies: The Fellowship, the 
Grey Company, Thranduil’s Halls, Théoden's Host, the 
Tower of Ecthelion, the Fiefdoms, Erebor, the Wanderers In 
the Wild, the Wizards, and the Eagles. 


The Rangers Of Ithilien bess 


GOOD WARRIORS 


Warrior of Minas Tirith ..............Points value 7 


Bow 1 point 
Spear I point 
Shield I point 
Banner 25 points 


Ranger of Gondor ..................Points value 8 
Spear I point 


Osgiliath Veteran ...........4........Points value 8 


Bow 1 point 
Spear 1 point 
Shield 1 point 


Citadel Guard ......0.0.000000.... Points value 8 
Longbow 
Spear 


2 points 
1 point 


[ee | The Fiefdoms 


“GAMING WITH THE RANGE. OF ITHILIEy 


dedicated Rangers of Ithilic: ‘also find Painting : 
an, 


] } ti r the 
ide gaming tactics fo 
: our own force. Pe 


list to help you choose y 


These pages pro\ 
and a sample army 


amir, Captain of 
uur is an efficient fe: 
machine, with a Fight acs” iling 
winning his combats, and Cou Of $-4, 
exhorting his men to battle on “Sh S fog 
Faramir has 3 Might wikis a Stil}, 
formidable prowess. ck UD his 


Gondo; 


2) Madril, Captain of Ithilien 
Madril is a Hero of Value, with lent; 
Might to keep luck on his side irk 
importantly, his Master of Ambush s = 
rule can be used to swiftly sia 
reinforcements in several Scenarios 


7 
| STRENGTHS WEAKNESSES Gy Rangers of Gondes 
es He ATE valet Ng caver). The backbone of this army, the Rangers j | 
¢ Deadly archery ¢ Elite troops have Gondor are skilled all-round fighters wit 
¢ Inexpensive Heroes low Defence caod Fighbard Shoot valice 4 ane 
* No artillery backup from Heroes, they are deadly. 
} 


PAINTING THE RANGERS OF ITHILIEN 


Comprising Rangers, Warriors of Minas Tirith and various elite Warriors, a Rangers of Ithilien army offers 
plenty of variety in palettes and painting techniques. 


MADRIL AND THE RANGERS FARAMIR 


The White Tree emblem en 
Faramir's chest has been 
picked out in Mithril Silvet 


is case, 
Rangers. In this case 


The Rangers of Gondor predominantly use dark browns and Faramir uses a similar pallete to the i ag alll 
greens — the better to blend in with the undergrowth, Heroes extra level of highlighting has been applied by mixing 
such as Madril use the same colour palette as the warriors Bleached Bone as a highlight colour. 


they command. However, it’s well worth spending a little 

extra time painting them to make them the focal point of 

your force. Drybrush Scorched Brown, Graveyard 
Earth, Bestial Brown, Vomit Brown and 
Bleached Bone to achieve a weathered 
effect on the end of the robes. 


na 
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A. 5USH ON THE HARAD ROAD 


This force has been chi SER 10-0 alue of 300 points — a good starting size for an army. The massed archery of 
the Rangers of Gondor is the main weapon here, with the solid Osgiliath Veterans providing extra durability 
‘on sizable force of Warriors of Minas Tirith. Finally, a small company of Citadel Guard use their longbows 
+19 deadly effect against heavily armoured targets. 
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nh Tah hee ee Be 


- : ste = , ’ 
| (D Faramir, Captain of Gondor with bow ...75 points (4) 4th Company, Osgiliath garrison .......72 points 
¢ 8 Osgiliath Veterans; 4 with shield, 4 with spear. 


(2) Faramir’s Batid <<. oo hos Ftc og 100 points > > 
* 12 Rangers of Gondor, 4 with spear. (5) 5th Company, Tower Guard ...........48 points 
° 5 Citadel Guard; 3 with longbow, 2 with spear. 
3) 2nd Company, Cair Andros Garrison ..204 points 
* 24 Warriors of Minas Tirith; 12 with spear and shield, 
| 12 with shield. 
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THE DEAD OF DUNHARRoy 


= scattered and isolated places across Middle-earth, the dead 
{ walk, ever bound to this world by sorcery OT curse. Some, like 
tho Barrow-wights of Breeland are animated cadavers, abiding 1n 
‘he world of “Men solely through unquenchable hatred and 
a thless vigour. Others lack physical form of any kind, enduring 
shadow-world of muted colours and immeasurable cold, 
world as ghosts and spectres. Almost all undying 
-ings are bound into the service of Sauron, he who forged their 
hless existence. By contrast, the spirit-folk of the 
\.imorberg are tied to an altogether different fate. 


2 


unting the 


Some time prior to the battles of the Last Alliance, a small 


kingdom existed in the White Mountains, between the lands of 


Bol Amroth in the south and Calenardhon — later called Rohan — 
in the north. Little is now known of these people, save for their 
fate. Even the name of their realm is lost — Dwimorberg is a name 
bestowed by the folk of Rohan whose fortress of Dunharrow is 


the nearest stronghold to the ne 
the war against Sauron, Isildur noua, Seeking 
came to this realm, as he had to a of High Kin ith 
swom promise of aid against the f TS, and Obtaing 
Isildur called upon the people of the Ones Ot Mordor at 
fled, entombing themselves in their mountain Yo %, 
a cee gre of their promise. In rseare Tather tay 
em to wander the hills until their eir betray, B,, 
ath was Wig. 


Ever since, the lands about i 4 

tales of shadow-men. The beri have been thig, 
the calls of dim horns, so faint as to te ith half-heard yon, ® 
hearing. To this half-existence are ae pes ue > 
doomed, unliving and undying, unti) | ane the tage 
them to the stone of Erech and offers a Sildur's Heir 
Until then, the surrounding lands are fis rr ~ ‘ 


dead, and the living go there not. mE Of those wes 


The Dead Of Durharrow. 


The Kin GOOD HEROES ALLIES he Dead of Dunharrow 
b:0/ the Dead..............Points value 100 In Legions of Middle-earth games. reed Fellowship, the 
ah ally with the following Ee as ae BeeOn: 
E Warriop oF that GOOD WARRIORS Grey Company, Théoden’s Host, Sid. and the Weel 
t Rue ¢Dead ..............,.Points value 15 the Fiefdoms, the Wanderers in the WNC. 
To 
Vthe Dead. bean eeeeeee sees Points value 20 


ee 
; 4 


od 
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the Dead Of Dunharrow 


GAMING WITH THE DEAD 
OF DUNHARROW 


On these pages you'll find gaming advice for the ghostly Army of the Dead, including painting advice and ay 
example army list to assist you in selecting your own ethereal host. 


(1) The King of the Dead 
The King of the Dead is not to be 
underestimated. Rolling to wound against 
Courage, rather than Defence, and with the 
ability to slay his opponents with a single blow, 
enemy Heroes are sure to give the King a wide 


; rn berth. 


(2) Riders of the Dead 
While not true cavalry models, the Riders of 
the Dead are swifter than the Warriors, and can 
bon quickly close with the enemy or manoeuvre 
an ES. around the flanks in much the same way as 
mortal cavalry. 


| STRENGTHS WEAKNESSES (3) Warriors of the Dead 
¢ High Defence values ¢ Small in number Tough, dangerous and practically fearless, the 
¢ Roll to Wound ¢ Few points Warriors of the Dead are the backbone of this 
against Courage * Only one Hero army. Though few in number, only a handful of 


enemies will prove brave enough to charge 
these terrifying soldiers. 


¢ All models cause Terror 


PAINTING THE DEAD OF DUNHARROW 


The oathbreakers of Dunharrow look very different to the other armies of Gondor, with extensive use of pale 
and ghostly colours. Batch painting can be used to finish them quickly as they have exactly the same colours 
throughout the army. 


We have painted the dead with a basecoat of 
Shadow Grey blending up through Codex Grey and 
finally to a highlight of Fortress Grey. 


v ia palette as if he were still alive. Next a Dark Green and 
é Brown ink wash is applied over the whole miniature 10 


make him appear undead. 


>» A wash of Dark Green Ink enhances the Initially this model has been painted with a natural 
ancient and unnatural appearance of the 


Warriors of the Dead. 
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ASSAULT ON PELARGIR GATE 


pilety is not an asset a fielding the Dead of Dunharrow — this army closes as quickly as possible with 
foe, using the Terror a 4 ity to keep the fights unfairly stacked in favour of the spirits. In the meantime, the 
Dead use their superior mobility to attack vulnerable groups of archers, Heroes or siege engines. 


Su 


the 
Riders of the 


100 poms | “1 ong had the terror of the Dead lain upon 


| 

| 

| (2) The D b 300 points 

i, e Dwimorberg Host : vad 
| * 20 Warriors of the Dead that hill and the empty fields about it. 
| 
t. 


| (D The King of the Dead 


GNibech Distrideys 100 points - The Return of The King 


* 5 Riders of the Dead 
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ee OO 6/7 


SRP PoP PES PUYPTTST TITIES I VPCr 


45 


THE ARMY OF THE HIGH Ki 


a special hatred for the exiles of 
f sundered Westernesse, for their 


forebears have been his foes since the early ages of the world. It 
is this undying malice that drives Sauron to shatter the realms of 


Gondor and Armor, for both kingdoms owe their heritage to 
Elendil, lord of Numenor, and architect of the Last Alliance of 


Men and Elves that was to bring Sauron to his knees. 


he Dark Lord holds 
Numenor, the children 0 


his folk came to the shores of Eriador in the latter 
out of the ruin of Westernesse on 


Elendil and 
Elendil and his people changed 


years of the Second Age, borne 
nine great ships. The coming of 
Middle-earth forever for these Men were fearless in war and 
the very image of the halcyon days of 
before the island-realm fell into decay and 
ftly became great lords in their new 


unded the realms of Arnor and Gondor — kingdoms 
of their lost 


gracious in peace, 
Numenor’s glory, 
corruption. These exiles swi 


land and fo 
that would in time recapture some of the splendour 


home. The magical palantiri, the seeing « 
West, allowed Elendil to keep a watchful es ‘a 
trusting to the counsel of his sons ~Isild ur eve ov 
strength of his armies to preserve peace “an 


t 
er his q 


ary ion ~ ang 
% 


In time, Elendil gained many allies, chie 
Gil-galad, High King of ibe Elvers bee oe thom w 
welcomed the presence of the exiles, Ware o all of Mj = 
were fought with Haradrim and the Men Sie, border skinny.» 
Elendil’s folk strive against the Black Nu rand, an 
their kinsfolk who had fallen under Saat Oreans, those % 
turned their faces towards the darkness, Whig evil sway <i 
finally struck at the exiles, his blow fell ar Sauron hime 
Thus began the wars of the Last Alliance, wheat InSt Conde 
fought as one against the darkness of Mordor, Blend and Elves 
in that conflict, as would many of his kin, but his | Was to die 
destined to endure for millennia. Bicy wa 


The Army Of The High King 


THE ARMY OF THE HIGH KING 


lendil was the greatest 
po the overthrowing of Sau 
tcan be used to r 


ugh i 
ore infant) force led by powerful Heroes. 


_ S09D| 
...,,,, GOOD HEROES 
Peewee. se. -Points value 165 
5 points 
ly ae io 10 points 
| ae. 2¥++......Points value 100 
Pai, ( 5 points 
Pa Of Notion need 10 points 
Ym, if "ttt +00.......Points value 50 
Eur 5 points 
} 5S points 
\ 5 points 
é ; 
5 points 
10 points 


Man of his Age ) i. ; 
me fs Li Js ae es hap any since. It was his friendship with Gil-galad 
a e of the Last Alliance. This list represents an arn _ , ae ee 
epresent Numenorean forces from earlier in the Second Age if ai i Wee we 
‘ou wish, It is an 


Warrior of Niimenor ----**** Sietts sce 
sper | point 
Hiei J] point 
ee 30 points 
anner 
pce eee —— e. 
eS 
& ALLIES ace 
f the High 
In Legions of Middle-earth games, the mae a eck 
King can ally with the following ar te an 
| Eregion, Lothlérien, Fangom, Thran | 


| Durin’s Folk. 


— 
Cree ear 


A The Army Of The High King 
GAMING WITH THE ARMY OF 


Here you'll disco 


painting and collecting this most noble army of Men. 


cA 


Se a a ere ont 


i) 


WEAKNESSES 


{ 
| 
° No cavalry 
f 


STRENGTHS 
© Powerful Heroes 
¢ High Fight values 
e Inexpensive troops 


° No artillery 
° Low Defence 


PAINTING AN ARMY OF NUM 


Nimenoéreans share much the same colour scheme as the other armies of Gon 


expanded palette you can personalise your force quickly. 


WARRIOR OF NUMENOR 


—< 


The pennant has been 
painted using Blood Red. 


- ——— 


x 


This warrior displays 

the black and silver ‘ 
uniform common lo 

the majority of 

Gondor troops, 


the pennant has been 


tabard. The trim has been 


. Meus 
The helmey rim and the Stars 


on the shield ha, 
he s '€ been pi 
Out in Shining Gold be 


complete the effect. 


coprahyy rp tc? 2B 
LPS. 
é - 


toa 


a 


Chrys, Da yg 


ver tactical advice concerning the children of forsaken Niimenor 


\ On this guardsman, the red of 
duplicated on the bulk of the 


painted in Shining Gold to 


Saye, "Me phe i? 7 ef fOr fy G pe AS fe 
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KING” 


THE HIGH 


There are 


Elendil 
Enemies beware! 

. : A truly fon: 
Elendil combines monstrously bee Hi 
Defence values of 7 with the ena 
Heroic Combat actions Without on 2 ig 
of his Might points. Pending a 


Isildur 

Though not quite in his father’s class, [sildarj 
still a dangerous opponent, and can cain 
go one-on-one with almost any Evil Hen ia 
the game. Isildur’s primary weakness is tis 
low Will score, but this doesn’t prevent hin 
being a lethal close combat specialist. 


3) Warriors of Numenor 


With a Fight value of 4, these warriors 
can best legions of Orcs, Haradrim, er 
Easterlings without breaking a sweat. Thar 
comparatively low defence merely means that 
you can afford to field them in large number 
and overwhelm the foe. 


ENOR 


an 
dor, but with careful use of 


ISILDUR’S GUARD 


ELENDIL’S GUARD 


f athe 
+ nL 


The Army Of The High King 
THE DEFENCE OF HURIN’S VALE 


nas been chosen to a value of 5 aye 
hery to thin down the enen bs 00 points — a good starting size for an army. Vi 
wip 2 , = eye é a a F hs . - 
are : id ene a aadershi ty ie prevailing through weight of blad. 'y. Victory will come from 
sildur provides leadership and extra striki tides carried | : 
STFIKING Dower wher Sane oe by experienced 
ever it ts needed 
most. 


Th js force 
using 
warriors. 
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Minas Ithil Sentinels ... .96 points 
nor with bows. 


SVSecesetsceneecescere lOO points @)2nd Company, 


Var . 
laril, « 12 Warriors of Niime 


. : Qa , 
"ith shie Plain of Niimenor ......... 55 points 
(5) Ist Company, King’s Guard ...-+++++> .40 points 


Id. 
vy 
¢ 5 Warriors of Numenor with shield. 


‘ °Nnan . 
24 Ww. ae M n 7 2 
} 2 nas Ithil Guard ..... .204 points 


{rior 

. S of Nii 
. “With ope menor: 12 yi : 
Be N shield. r; 12 with spear and shield, 
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aN yt . > 
{Gondor Terrain 
—— ts memenrtetenanalipeanee Dern senamtaaen 


THE STEWARD’S GUARD 


thought, you can adapt the terrain features from your 
use in Legions of Middle-earth games, or vice versa. 
come ruined villages and ) 


iliath and Pelargir can be 
Gladden river can become the Ringlo, the Anduin, 


dred unnamed waterways. 


With a little 
scenarios to 
Sections of Os8 
outposts, and the 
or any one of a hun 


Priel 


ed village can offer you 
a two-fold advantage. Firstly, your Warriors 
shelter from incoming archery. Secondly, the 
lower walls and tight breaches allow one or 
nvo models to defend their position against 

a horde almost indefinitely. 


The walls of the ruin 


GAMES WORKSHOP 
HOW TO MAKE 
WARGAMES 
TERRAIN 


Trees and areas af woodland make fantastic 


places to hide Rangers. Not only will the 
rgrowth slow any 


for more in 
terrain fearon} on building difficul of d 
or The Lord icult terrain of the unde 
The Ri of ; 
, us ‘Sana see How to Build Warriors who attempt to attack your 
ves Terrain. archers, but the trees themselves may 
provide cover against incoming arrows. 


cease ep C7 PIG GORE pGhyg ST AT Aig Oe te Poy, ae 
i a AP lp ‘ g4/ i2, * iF > ; if — 
COOOL, eg yh f-7/— 
50 ee 


If you can get inside them, intact 
buildings provide excellent cover 
against archery. Be careful not to get 
trapped in the building, as most only 
have one or two exits. 


ee 
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&: Gondor Terrain fs 


Field boundaries, such as hedges and 
walls, can offer protection from archery, 
as well as a basic defensive position, If 
you don't have enough troops to hold 
the length of the boundary, retreat. 
Crossing the barrier will normally take 
the enemy a turn or two. 


i 
f 
The river can count as impassable or 


difficuls terrain. If it counts as 
impassable, the fords and crossing 


points become invaluable - garrison 
them with your best troops to pin your 
n one bank. Pikemen or 


my O 
sine this kind of werk. 


spearmen excel at 
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THE GLADDEN FIELDS 


The battle of the Gladden Fields goes ill and many bold warriors of Niimenérean descent will |j 
the battleground ere it is done. The Good side can only achieve victory if Isildur is able to eat - stoke on 
Pe the Orcish 


ambush and bear The One Ring to safety. 


Ws victory secured at the Battle of the Last Alliance, Isildur 
rides north to the kingdom or Armor. Though weighed 
down by grief, Isildur carries a heavier burden still, for he has 
taken the Dark Lord’s ring as trophy and weregild. Alas for 
Isildur, this token is no mere trinket to be claimed lightly, for it 
contains much of Sauron’s power and malice. As Isildur’s 
company crosses the Gladden lowlands, the presence of The One 
Ring draws evil creatures towards the King of Amor. 


Without warning, Isildur’s men find themselves beset by foul 
Orcs from a shadowy wood. No ordinary ambush is this, for the 
weak Orcs of the Gladden lowlands are supported by fouler 
creatures scattered at the Battle of the Last Alliance. A fell light 
is in the eyes of the attackers, and they are driven by the will of 
The One Ring. Though the skill of the Numenoreans is more than 
a match for the crude bladework of the Orcs, Isildur’s men are 
unable to form a solid battleline and they must resort to sheer 
valour and skill alone. Dozens of Orcs are slain for every Man 
that falls, but there are many Orcs and few Men, and soon the 
lesser numbers of the Numenéreans begin to count against them. 
With the battle lost, Isildur’s captains counsel him to flee. the 
fight and seek aid, but it may be too late for flight. Perhaps 
the power of the Ring can save him...? 


Evil force 
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PARTICIPANTS 
GOOD (600 POINTS) 

¢ Isildur on horseback. 

* Up to 500 points worth of Warriors or unnamed Heroes 
chosen from the Army of the High King or Amor army list 
chosen in any combination. Up to 50% of these additional 
models may carry a bow. 


EVIL (900 POINTS) 
e 2 Orc Captains with shield. 


e 2 Orc Shamans. 
* Upto 750 points worth of Warriors chosen from the Minas 


Morgul, Barad-dar or Dol Guldur army lists in any 
combination. Up to 33% of these additional models may 


carry a bow. 


LAYOUT 


The scenario is played on a 24"/56cm by 48 
representing a section of the Gladden river. 
runs from the centre of the western board edge, 
before the eastern edge. The board is forested 


(see map). 


"/112cm_ board 
The Gladden 
but forks just 
at either end 


Good force 
deploys here 
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A Isildur’s rearguard fight to keep the marauding Orcs at bay. 
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THE FALL OF MINAS ITHIL 


he Ringwraiths must crush the remaining defenders of Minas Ithil and 
er must use his superior numbers to wear down hens cement their hold 
azgiil, 


In this scenario t 
on the citadel. To win, the Good play 


be Tower of the Rising Moon, once Isildur’s citadel, sits in 
the very shadow of the Ephel Duath — jagged and foreboding 


mountains that form Mordor’s most westerly defences. In the 
a stronghold so close to the black 


years of Sauron’s dormancy, 
land served to keep many unwholesome creatures that remained 
borders of that most evil land. 


concealed in Mordor within the 
Now, with the victory of the Last Alliance but a memory, Sauron 


is beginning to stretch forth his hand once again and Minas Ithil 
will be the first of Gondor’s strongholds to feel his wrath. 


There is no warning. Gondor has Jong since faltered in its watch 
of the land of shadow and there are none to observe the denizens 
of Mordor shake off their quiescence. The black gate of the 
Morannon issues forth a great host, the like of which has not been 
seen since the siege of Barad-dar. It is the Nazg&l who direct the 
progress of the horde and, after routing the army of Gondor from 
north Ithilien, they swiftly besiege Minas Ithil. Despite the odds, 
the defenders of Minas Ithil fight hard and thwart the minions of 
Sauron at every tum, yet each man who falls in the tower’s 
defence is a grievous loss, while the Nazgiil can afford to waste 
entire legions of Orcs in their assaults. The last blow comes when 
the walls of the city’s second circle are shattered. Even before the 
shattered stones of the bulwark have come to rest, the Nazgil 
lead an assault into the breach, scattering all before them... 
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deploys here 
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PARTICIPANTS 
GOOD (750 POINTS) 
¢ 1 Captain of Minas Tirith with shield 
¢ 1] Battlecry Trebuchet with 3 crew. 
° ie: of Minas Tirith with banner, 
¢ Up to 550 points worth of models chosen 
Tirith army list. Up to 33% of these ciated ee 
carry a bow. You must include at least one additional Hem, 


EVIL (1050 POINTS) 
© The Witch-king of Angmar with flail. 


¢ Khamil the Easterling. 
° Upto 775 points worth of models chosen from the Minas 


Morgul or the Nazgél army lists in any combination. Up to 
33% of these additional models may carry a bow. You may 
not include mounted models. You must include at least two 


additional Heroes. 


LAYOUT 


The scenario is play 
representing a courtyard behind the second wall. 
of the board is covered with buildings 19 
collapse and there is a raised section of groun 


this half (see map). 


4°/56cm by 48”/112cm 


ed on a board 2: 
The easter 


various states of 
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The defences of Minas Ithil have failed, and its castellan must now pay the rie. 
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RUNG POSITIONS 


play - 
che ig S one Hero, the Trebuchet and a Warrior 
‘Mining Models = nuised platform. He then deploys half the 
Berd edge. The E “7 force at least 36"/84cm from the east 
_ Ng the we vil player then deploys his entire force 
Bhelg St board ed Th 2 
ge. The remainder of the Good force 


oe One sid 
Whe ie and will be available for deployment later on 


rad Player wine ; 
og Wins if é 
manag > destroy pe Foatages to kill the most expensive 
berg ® Feduce the Eyil ebuchet. The Good player wins if he 
. vil force to less than 33% of its starting 


ne In an 
"ions in the Sam €vent, or if both players meet their victory 


et : 

FECAL fypee Same is a draw, + 24 Warriors of Minas EVIL 

Ne Sound RULES Tirith; 8 with shield, ° The Witch-king of 

tides of ot Battle. As th 8 with spear and shield, Angmar with flail. 

At gener are drawn battle continues, more and more 8 with bow and * Khamil the Easterling. 

ed Toll g be €nd of the aes it, desperate to repel the 1 with banner. + 7 Ringwraiths. 
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The Cry of the Nazgil. Once per game, in the Priority phase 
(but before any dice have been rolled) the Evil player may choose 
to unleash the piercing wail of the Nazgil. This terrible cry 
freezes the hearts of all who hear it — accordingly, for the duration 
of the turn, all models on the Good side have their Courage 


reduced by 2 points. 


RECOMMENDED PARTICIPANTS 


GOOD * 12 Knights of Minas 
¢ 1 King of Men. Tirith; 11 with shield, 
e 1 Captain of Minas 1 with banner. 

Tirith with shield. 


OSGILIATH 


ightforward down-and-dirty fight for the city of Osgiliath. Both si a 
but with reinforcements arriving all the time this oud ese int StQrt With g 
yily change. 


This scenario is a stralg 
roughly equal presence in the city, 


Third Age and while the armies of PARTICIPANTS 
GOOD (1000 POINTS) 


I. is the closing years of the 

Gondor dwindle, Sauron’s forces continue to grow. The Dark 

Lord is now certain that The One Ring will soon be found and the ¢ Boromir, Captain of the White Tower wi 

long-planned assault on Middle-earth: is launched before the Minas Tirith. with the Banner of 
¢ Faramir, Captain of Gondor with bow. 


forces of Mordor are truly prepared. As the opening thrust, 
Sauron’s forces redouble their efforts in Osgiliath, the former * Up to 700 points worth of models chosen from the Ran 
of Ithilien army list. Up to 50% of these additional models 


capital of Gondor that sits astride the river Anduin. It is 
Gothmog, 4 disfigured yet cunning Orc, who leads the Dark may carry a bow. 
Lord’s host from Minas Morgul, intending to strike swiftly and 
overwhelm the defenders — but Gothmog’s reckoning has not EVIL (1000 POINTS) 
accounted for the courag ination of Faramir, who e Gothmog. 

¢ Upto 850 poi 


e and determ! 
rallies Osgiliath’s garrison nts worth of models chosen from the Cirith 


army lists, in any combination. Up 


to counterattack. 
Ungol or Minas Morgul 
rry a bow. You 


to 50% of these additional models may ca 


Within moments of the assault beginning, the ruins of Osgiliath 
may not choose mounted models. 


are consumed in a ferocious and desperate struggle. Battlelines 

are of no use in the tangled streets, and soon the fight degenerates 

in a bloody and fragmented brawl with Gothmog and Faramir’s LAYOUT 

bellowed orders often Jost amid the screams of the wounded and = The scenario is played on 4 board 48 

dying. Despite the valour of Faramir’s soldiers, the unending tide | The board is covered with ruined bul 5 

of Orcs takes a heavy toll on their courage and vigour. Slowly but should be= plenty of defensible gaps and barriers, 
¢ ladders that warriors can climb to reach higher levels. 


inexorably the defenders begin to withdraw, leaving the river and 


the city in Gothmog’s hands. Gondor’s 
the arrival of its mightiest captain: Boromir, 


g"/112cm by 48"/112cm. 


Idings (see map). There 
along, with 


last hope lies now with 
son of Denethor. 


Good force 
deploys here 


48°/1 12cm 


Good Deployment | 


* Evil Deployment 
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TARTING POSITIONS 

.. Good player deploys half the models in his force (including 
Paani) within 6/I4em of the north board edge. The Evil player 
bea deploys half the models in his force (including Gothmog) 


<3 
Scenarios Or 


~ ae ev cores «purer = 


SPECIAL RULES 

Reinforcements. At the end of each player’s Move phase, after 
all models have been moved, players must roll a dice for each 
model not yet on the gaming table to determine if they arrive. 


~gitin 74cm of the south board edge, The remainder of the 
F: forces will be available for deployment later in the game. 


Consult the following chart: 


Ba D6 Result 
~ OBJECTIVES ' 1-2. The model is delayed and does not move onto the table yet. 
¥ 3 two forces are attempting to secure this area of Osgiliath. Note that these delayed models are counted as being alive 
Sarting with the Good player, each player takes it in turns to should the game end before they arrive. 

gn objective marker on the board until there are a total of 3. The model moves onto the table from any point of the east 
ye adjective markers. No objective marker can be placed within or west board edges. Both the edge and the entry point are 


psn of another objective marker or within 12"/28cm of chosen by the opposing player. 

ether the north or south board edges. 4 The model moves onto the table from any point of the east 
Ro, Saas or west board edges. Both the edge and the entry point are 
$ ‘One a force has been reduced to 25% of its original numbers chosen by the controlling player. 
* ‘game might suddenly end. At the end of each turn after 5-6 The model moves onto the table from the controlling 

is condition is met, the Good player rolls a D6. On a result of player’s table edge. 
1. Zor 3 the game ends (Might cannot be used to influence 
is dice roll). Newly arrived models may not charge on the turn they arrive, but 
% may otherwise act normally. 


hen the game ends, count the number of models from each side 
wi bases are entirely within 3"/8cm of each objective marker. a 
~ An objective marker is controlled by whichever player has the a 

1 models with their bases entirely within 3"/8cm of it. | 
on who controls the most objective markers wins the 


_ game. If both players control an equal number of objective 
bir ter . the game is a draw. 


"ht 


EVIL 
¢ Gothmog. 
of the White Tower ¢ 2 Orc Captains 
with the Banner of 
| Minas Tirith. 
_ * Faramir, Captain of 


with shield. 

6 Orc Trackers. 

24 Morannon Orcs; 
8 with shield and 
spear, 8 with spear, 
8 with shield. 

26 Orc Warriors; 

8 with shield, 

8 with spear, 
4 with Orc bow, 
4 with two-handed 
weapon, 2 with banner, 
2 Mordor Trolls. 
3 Morgul Stalkers. 

t 9 Mordor Uruk-hai; 
_ * 12 Osgiliath Veterans; 3 with two-handed 
4 with shield, 4 with weapon. 
Spear and 4 with bow. 

* 10 Knights of Minas 

~ Tirith with shield, 


~ | Gondor with bow. 
| * Madril, Captain of 
| Ithilien, 
_ * Damrod, Ranger of 
| Ithilien, 
 * 2Captains with Minas 
Tirith with shield. 
* 26 Warriors of Minas 
. Tirith; 8 with shield, 8 
ee i With spear and shield, 
| 8with bow and 2 with 


es 


: , PX es | 
A formidable fighter such as Boromir can hold a defensible 
position for a considerable length of time, though at the cost of 


being trapped in a small area of the battlefield. 
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AGAINST THE SOUTHRON HORDE 


Having already performed deeds worthy of song, the Knights of Gondor must fight their Way to 
They are heavily outnumbered by the Haradrim soldiery and Khandish mercenaries, so m Safety, 
speed to engage small numbers of the enemy at a time. 


he Great Anny of Harad is mustering on the south bank of the 

Harmen river with plain intent to march north on Gondor 
within days. Alas, Gondor’s armies are scattered to meet threats 
out of the east and the north and its garrisons to the south are 
insufficient to block an army of the magnitude that now gathers. 
It is in this hour that Boromir, son of Gondor’s Steward, steps to 
the fore. On his own authority he gathers to him the bravest of 
Gondor’s knights and leads them southwards to the Haradrim 
village of Kamvard, where the Great Army is encamped. 


On a moonless night Boromir and his companions overlook the 
Haradrim encampment. At Boromir’s signal, spurs are set to 
horse-flanks and war cries split the night. The riders sweep 
through the enemy sentries. Addled by sleep and liquor, the 
Haradrim and their mercenary allies are slow to react. As the 
camp stirs around the attackers, the bravest of the Haradrim 
warriors assail Boromir and his companions, but cannot prevail 
in the face of the Gondor’s sons. For each Knight pulled from his 
saddle, a score of Haradrim are cut down, and all the while food 
wagons and tents are set ablaze, 


Only when all the supplies are burnt does Boromir call the 
retreat, yet he may have left it too late to escape. An organised 
cadre of Southrons and mercenaries, led forth from the chaos by 
a stern Haradrim warlord, stand between the Men of Gondor and 
their escape. Outnumbered and weary, Boromir and his followers 
steel their hearts and charge headlong into the fray... 


Evil side 
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PARTICIPANTS 
GOOD (600 POINTS) 
* Boromir, Captain of the White Tower on horseback with 
lance and shield. 
° 1 Captain of Minas Tirith on horseback 
with lance and shield. 
* Up to 350 points worth of models chosen from the Tower of © 
Ecthelion army list (see page 22). : 


EVIL (700 POINTS) 
¢ Up to 700 points worth of models chosen from the Serpent 
Horde, Harad, Variags of Khand or Khandish Mercenaries 
army lists, in any combination. You must include a single 
Hero. Up to 50% of these models may be mounted. 


LAYOUT : 
The scenario is played on a board 72"/168cm by 247/56cm, , 
representing the assailed encampment. There are bumt tents and 
supply wagons spread across the board, but there should 
be at least enough space between them to allow a cavalry base 
to pass. 


STARTING POSITIONS ot 
The Good player deploys his force within 6"/14cm Ee af fi 
board edge. The Evil player then deploys at least h sil 
models anywhere within 12"/28cm of, but no closer “a ional 
to, any Good model. The remainder of the Evil force is dep 
within 6"/14cm of the western board edge. 
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player regroup and win the battle? 


RECOMMENDED PARTICIPANTS 
GOOD EVIL 


° Boromir, Captain of the ¢ | Haradrim King 
White Tower on on horseback. 


horseback with lance ¢ | Hasharin. 

and shield, * 6 Serpent Riders. 
el Captain of Minas ¢ 12 Serpent Guard. 

Tirith on horseback e 12 Haradrim Raiders; 


6 with bow, 
6 with lance and bow. 


with lance and shield. 
¢ 23 Knights of Minas 


Tirith; 22 with shield, ¢ 37 Haradrim Warriors; 
1 with banner. 


18 with bow, 
18 with spear, 
1 with banner. 


This blaze counter was cut from 
plasticard and textured with clumping 
flock. The whole counter was then 
painted with PVA glue. The finished 
counter was undercoated with C haos 
Black, before being sequentially 
drybrushed with Dark Flesh, Blood 
Red, Blazing Orange and Skull White. 


ca 


THE BATTLE FOR PELARGIR 


The city of Pelargir is all bur in the ha 
nd his companions? 


victory, Aragorn a 
and driving the forces of Evil before ther. 


he War of The Ring has begun. Strife has come to many lands 

4 and blood has been spilt across much of Middle-earth, yet 
raany decisive battles have still to be fought. Aragom has spent 
aint of the last few months safeguarding Frodo Baggins. the 
Hobbit who carries Sauron’s Ring to the fires of Mount Doom. 
Now separated from his charge, Aragom walks a different path, 
one that has led him through the siege of Helm’s Deep and down 
a much darker road. 


Aragom’s Grey Company pass down the cursed Dimholt road 
and to the stone of Erech, trysting place of the ghostly 
aathbreakers of Dunharrow. As Isildur’s heir, Aragorn has both 
the power and the right to release the shadowy traitors from their 
curse. and it is 10 this he binds himself if they will fight with him. 
That Aragorn has need of such aid is without question, for the 
Corsairs of Umbar have unleashed their fleet against the port city 
of Pelargir. If the Corsairs take Pelargir, they will continue 
upriver and add their forces to those that already assail Minas 
Tiith. Should the White City fall, all of Middle-earth will be 
imperilied shortly thereafter. Aragorn can only prevent this from 
happening if he can capture the Corsair ships and lead his forces 
to Minas Tirith’s aid. 


Good force 
deploys here 


Evil force 


60 


a 


nds of Mordor, with only a few defenders bravely fighting on. To ¢| 
nust strike hard and maintain momentum, capturing all of the obj = an 
Ctives 


PARTICIPANTS 
GOOD (1,050 POINTS) 

« Aragorn / Strider with Anduril. 

« Angbor the Fearless. 

© Up to 300points worth of models chosen from the Fiefdoms 
army list (see page 34). You may include up to one 
additional Hero. Up to 33% of these additional models may 
carry a bow. You may not choose mounted models. 

* Up to 450 points worth of models chosen from the 
Fellowship, Grey Company or Dead of Dunharrow army 
lists, in any combination. Up to 33% of these additional 
models may carry a bow. You may not choose mounted 


models. 
EVIL (700 POINTS) 


e 1 Hasharin. 7 
¢ Up to 200 points worth of models chosen from Cirith Ungol 


army list. You may not choose mounted models. 
¢ Upto 200 points worth of models chosen from the Serpent 
Horde or Cirith Ungol army lists, in any combination. 
¢ Up to 200 points worth of models chosen from the Corsair 
Fleet or Serpent Horde army lists, in any combination. 


LAYOUT 24"/56cm. 
The scenario is played on a board 48"/112cm by + ard ts 
representing a stretch of the docks of Pelargr. The hea a 


covered with buildings in various states of collapse (s ae 
with a quayside running 12"/28cm from the eastem bo f foe 
estern board edge ant 


There is a gate 18"/42cm from the w heist 
sewer entrances 24"/56cm from the western boar 
Corsair ship is placed in contact with the quay wall. 


Evil force 
deploys here 
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Ag WS Saad Scenarios -' ws : 
- STARTING POSITIONS 
Good player deploys Angbor and the Fiefdoms troops — The Corsair Ship, Until this objective is captured, the Evil 
30°7770em and 36"/84om from the western board edge, player can roll a D6 at the end of his Move phase and move this 
Re remainder of the Good force are deployed within 3"/8cm of — many models (chosen from the Serpent Horde or Corsair Fleets 
: be waste board edge. The Evil player then deploys a third of list) that have been slain previously in the game onto the board 
bis models between 12"/28em and 18"/42cm from the western from any point on the ship. 
dean edge, another third of his models between 24"/S56cm and 
W70 from the western board edge, and the final third of his — Without Number. In this scenario, the Evil side does not take 
aadels anywhere on the ship. Courage tests for being broken, representing as it does merely a 
smaller part of a massive army. 
Before the game begins, three objective markers are placed to pe we ES oe A ata ga oe 
mpmsent key areas of the city that the Good force can capture to 
eat Evil reinforcements from entering the battle, One is RECOMMENDED PARTICIPANTS 
paced on the Corsair ship, a second on the gate, and a third next 
“wooe of the sewer entrances, The Good player wins if he GOOD EVIL 
res all three objectives. If Aragorn is slain, or the Good ¢ Aragom ¢ 2 Hasharin, 
‘fore is reduced to 25% of its starting numbers, the Evil player (carries Anduril). ° | Haradrim Chieftain. 
~ -¥as, If both players meet their objectives in the same turn, the * Legolas. with spear and bow | 
ne is a draw. ¢ Gimli. ¢ 25 Haradrim Warriors; 
e Angbor the Fearless. 12 with bow 
SPECIAL RULES * The King of the Dead. 12 with spear 
al the City! Evil reinforcements are flooding into the city, but ¢ 1 Captain of Dol Amroth. | with banner. 
‘wid cach objective the Good player captures he will stem the ¢ 6 Rangers of Gondor. ¢ 24 Ore Warriors; 
ads, An objective can be captured if a Good model is in base ¢ 3 Knights of Dol Amroth. 8 with spear, 
~somtact with it at the end of the Fight phase — remove it from play. * 6 Clansmen of Lamedon. 8 with shield, 
“Twlls or other multi-wound Warriors count as three models ¢ 6 Men at Arms 4 with two-handed weapon, | 
Heroes count as six. Named Heroes may not return to play of Dol Amroth, 4 with Orc bow. 
¢ 6 Axemen of Lossarnach. * 5S Mordor Uruk-hai. 
¢ 6 Warriors of the Dead. ¢ 1 Mordor Troll. i 
The Outer Gate. Until this objective is captured, the Evil player ¢ 3 Riders of the Dead. 
roll a D6 at the end of his Move phase and move this many ; 
Is (chosen from the Cirith Ungol list) that were slain Note that the Good force is only a portion of Aragorn’s | 
ously in the game onto the board from any point on an edge army. You should feel free to use the guidelines given earlier | 
Within 18°/42cm of the marker. to compose a force of Army of the Dead or Rangers of the | 
North if you wish. 
The Sewers. Until this objective is captured, the Evil player can - 
de at the end of his Move phase and move this many 
‘MeXtels (chosen from the Serpent Horde or Cirith Ungol list) that 
been slain previously in the game onto the board from any 
the sewer entrances. Models may not enter play through a 
rer entrance that is blocked by other models. 
£O/ 0174 — | id 8 oe , 
alate apf EPS: 3 wy 5 eli ach a mas STF, YD WS, oe cn Ova NS: ote ype: 


él 


he 


6 * 
Di tert bs 


1" & — 


= 
— 
= 


i, . y 
Fo Profile Summary 


PROFILE SUMMARY 


FS D A WC _M/W/F_ Special Rules Page 


Angbor the Fearless _ 


Aragorn, King Elessar 


Avenger Bolt Thrower 
Bolt Thrower 
Crewman _ 


Axemen of Lossarnach _ ete 


Battlecry Trebuchet 
Trebuchet 
Crewman 


_Beregond of Gondor’. _ 
Boromir 

_Captain of the White Tower 

= Captain of Dol Amroth ”_ 


SANA ADT 2 SED A 


Si Ales 34 BS Soe 2 SRDS DIB Pl ae a a MR See +S ee 
OS a 4 Te 3% 2 8e 6: 3*/ 3/3 _ Mighty Hero; Anduril, Flame of the West _ oy 
Short Range; Rapid Fire; Accurate ~ 19. 
- (7) 10 - 3 - 
SIAR So 8 SD Ba is es ee eg i hy 
Ale a: Sige LS RST PEI oS He ENO, Vass on Gb op 
Indirect Fire; Area Effect; Wall-breaker, 18 
- (10) 10 - 4 - 
pn NAY Bee AGE SSG Sak PS ge SAS Rs tel oe ee 
5 AB 2402 6221 Sa AA Ag 1 Bodyguatd 22 EAS 0 
6/- 4 6 3 3 6 6/3/3 Horm of Gondor; Banner of Minas Tirith 9 


_2/17/1_ DolAmrothforGondor 


_ Captain of Minas Tirith ae ap 2 42° 6 2 24 2:1 1 ee Shag Sees" i 
_Captain of Nimenor _ WA 4 oS ehh oD 4 212 TA Aa GRIN cee oun MPSA 
Cirion Alan 4 622 re A TIA A Boldest of the Bold 14 
Lieutenant of Amon Barad— Set ei Se vga RS nt RU a EN AS te a Rs ee Seale 
Citadel Guard — Rf Ke ae | 1 3 Bodyguard Teo 16— 
_ Clansman of Lamedon _ ALS SS RA al ol nee “ PES A aes net -20 
Damrod 4/3+ 4 5 1 1 4 1/1/71 14 
Ranger of Ithilien _ FR Ee ee) SS ES i hes Cee ea he Cnet Meee BIN cae fe SEER gy Ca ie tate 
Denethor S- 4 5 2 2 5 0/3/0° Broken Mind 8 
_ Steward of Gondoy ona Sa ord Par oS ee Re ws 2 oe er Ratha ore Pa as Mage OW a 
c Bllendil eg Se TA TS SS 810 PEST Nari hn beh cae eo Yon. t15y 
Faramir 5/3+ 4 5 2 2, 5 3/2/2 . 9 
Captain of Gondor ant fo 08S ok SSE eS Se Sateen z 
_Forlongthe Fat eR l-« 35 63 2 34 40-934 TI = reine % 12 
Guard of the Fountain Court _  Mes® 3 0 ORS 3) sae a Bodyguards «+ Dao Soe, PS Re GS 
SNaildur: a8 Foy a PR SOl-T AS PH BE 38 56S BLU 2 eT hetRing ve cs ERAS Ns She oes LS 
‘King of Men 30 ts 3h 54S $484.4 422 SED IDIIAIM aes 10 
King of the Dead 4- 4 8 1 2 7 .0/6/3_ Terror; Blades of the Dead; Drain Soul, 1] 


The Dead and the Living Ee 
__ Dol Amroth forGondor 19 


“Knight of Dol Amroth “Ts (Af 35 56 oN a Wo gat UF 
Knight of Minas‘Tirith 9200-1 OA 3 5. geal al Bee NS eT 
_Madril, Captain of Ithilien 4/34 4 00 5 2 2 ABI Master of Ambush wl4. 
Man-at-Amms of Dol Amroth 34) © 74/9, «335.3 dt Po Be EON ee te OE ie daa 20. 
_Osgiliath Veteran) Stk: SSS Det el 4 “Loyal to the Captains 64832 84" oh? ad & 
Peregrin 3/3+ 2 4 1 l 4 1 1 1/2 Guard of the Citadel 10 
_Guard of the Citadel — ES Sade ae ae a OP cc ; at ere ines eee 
Prince ¢ Imrahil of Dol Amroth yy Olas 4 CT Be So SAS orgs 5: 13 3 n ‘36 The Lineage. ofNimenor A ARE 
_Ranger of Gondor SALSA Ss A SOUPS LAB No ee Ye BR OR ee a 
_ Rider of the Dead “BES 3 date To bnra6tie Se. eh Terror; Blades of the Dead's ohu Ay 2 
_ Warrior of the Dead 3-3 7 1 1 6 Terror; Blades of the Dead 
_ Warrior of Minas Tirith 3/45 33 75 shee, USO ay ee Se ST CaS ce LR SRO cia 18g 
Warrior of Nimenor 4/44+ 3 4 1 T3553" 21 
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“And where will other men look for belp, 
if Gondor falls?” 


— Denetbor, The Return of The King 


This Sourcebook is an amtaleable guide to collecting, modelling and gaming tn the proud realm of Gondor 
with Games Workshop's The Lord of The Rings miniatures. Within these pages you will find: ‘essential rules, 
information and inspiration.to bring the battles of: ee to your own tabletop. 


DEFENDERS OF GONDOR — a 
From the stalwart Wamors of: Minas Tirith to 
Amny of the Dead, this section” “Of. the 

background and gaming rules for the in 


OS Rt 
TSEE coeur of eet Feroce sas os er Boromir, 
S 2 Piance Imari and Atego in Sixacenarios tat ll some of 


the book 


of the land of Gondor. = fmost pivotal clashes of the War of the 
THE ARMIES OF GONDOR: ae Gady 4 


This is a complete guide to the armies that bold Gondor safe —_ 
from the armies of Sauron’ Choose your allegiance and!) 
muster an army from Minas Tirith, the Tower,of Ecthelion~ 
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